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Issue Number 8 
Including a Bonus Map Insert — 


of East Africa, plus 
5th Ed 


This game is available at your local hobby shop, or direct from GDW. Add $1 for handling. For a free 
copy of our current catalog, write: GDW, PO Box 1646, Bloomington, IL 61702. 


series game from GDW 


In this century, we have put two world wars 
behind us. But smaller wars are being fought in Third 
World countries every day. In these wars, emerg- 
ing nations battle to determine their destinies, aid- 
ed by major powers seeking to spread their own 
political ideologies or strengthen their own economic 


standings. The superpowers also look to these wars 
to discover how modern equipment stands the test 
of battle. 

Test of Arms is about these wars. It covers bat- 
tles from the Korean War, Vietnam War, Arab-Israeli 
wars, and Persian Gulf War, as well as conflicts be- 
tween India and Pakistan, Libya and Chad, Ethiopia 
and Somalia, Angola and UNITA, and battles in the 
Falklands, Grenada, and on the Nicaraguan- 
Honduran border. 

These are real battles. They are the arenas in 
which tomorrow’s world is being formed. They are 
the proving grounds for ideologies and weapons. 
They are the battlefields on which our world con- 
ducts a test of arms. 

Test of Arms is a boardgame based upon the 
renowned Team Yankee rules system. It has 480 
counters depicting the modern weapons of war, six 
map sections which can be assembled to produce 
many different battlefields, plus the rules and 29 
scenarios to conduct modern toe-to-toe battles in 
the trouble spots of the world. 

ISBN 0-943580-70-6. Boxed. $24.00. 
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Welcome to Another 
BattlePlan “Theme” Issue 


I’m still trying to establish how 
well you like these “theme issues.” 
Presumably, if you have the game 
(or games) on which the theme is 
based, you'll love it. If not, you’re 
probably going to like it a whole lot 
less. If I forget to include that asa 
Feedback Question, please don’t 
forget to make a comment about it 
on your Feedback Card. Do you 
think we ought to do more “theme 
issues” (several articles on a topic or 
game), or stick to “cover feature 
issues” (one large feature on the 
cover and lots of other assorted stuff 
inside)? 


Third Reich as a Theme 


It’s really quite simple how I 
picked this topic. I enjoy the game a 
great deal myself and know a good 
deal about it (thus, editing all of the 
details was a lot easier in terms of 
catching mistakes in the raw data). 
Also, there was plenty on file. Add 
to that the fact that the 5th Edition 
is pending release (probably this 
year), and you've got a theme issue. 

Now, since I have been doing my 
bit of work on the game’s 5th 
Edition (ld like to think that an 
article I wrote for the General 
inspired it), I though I’d write up a 
piece on what to expect in that 
project and maybe share enough tid 
bits from it to whet your appetite for 
the complete package. 

Many thanks, by the way, are 
owed to Rob Helbing for his initial 
editing of many of the Third Reich 
articles in this issue. Bruce Harper, 
coordinator of the 5th Edition 
project, was also instrumental in 
adjusting the finished articles 
herein. 

Another thing that this theme 
issue features is some articles 
reprinted from the pages of The 
Avalon Hill General, with the 
very kind permission of Mr. Tom 
Shaw. Also, special thanks is owed 
to Rex Martin, Editor of the 
General, who shared some of his 
backlog of articles with me to use in 
this issue. You can’t ask for better 
cooperation than the kind we get 
from the likes of “The Hill.” 

One final word is about the 
Third Reich article you won” see 
this issue. James C. Gordon wrote a 


Editorial 


1935 Campaign Scenario. Basically, 
it was just a bunch of really great 
ideas which lacked extensive 
development. I took it and shaped it 
into something more useful and 
though out. Rob Helbing took what I 
did and filled in many empty spots 
and tightened up a lot of loose ends. 
That version (the third draft) was 
sent to Bruce Harper who got so 
inspired by it that it came back as 
an epic 30 typed page article, rich in 
detail, but clearly designed to 
integrate into the entirety of the 5th 
Edition. Therefore, I’ve decided that 
when the 5th Edition comes out, this 
article will be our little gift in 
celebration. It’s a great way to begin 
your Third Reich Campaign game, 
starting it in 1935! 
Kudos to The Canadian 
Wargamers Journal 

lam a great fan of this 
magazine, and am very happy to 
report on their continued growth 
and success. Now in their third 
year, their circulation has gone over 
600 copies, with new distributors in 
the United States, Norway and 
Germany. This magazine is really 
happening, and if you haven’t seen 
an issue yet, look for their ad in this 
issue and at least get a sample copy! 

If you’re a World in Flames 
player, TC WJ is now a must. The 
magazine has become the official 
magazine for World in Flames 
material (which, with their gracious 
permission, we reprint the better 
half of). These lads are also very big 
on Squad Leader. 


Zulu War Mini-Game 
Errata 

How embarrassing! Paper and 
cardboard are both wood bypro- 
ducts, but leave it to us to forget to 
put Wood’s column in the game! It is 
an 8 value unit without gatling 
guns or artillery which begins the 
game on square #1 on the top-left 
corner. Hopefully, we can make this 
up to you in two ways: 

The first is to include a nice 
history/variant piece on the game in 
this issue. God bless J.W. Shores for 
his quick and interesting piece ona 
very current game release. Washing 
the Spears in Zulu War is what this 
magazine is all about. 


The second way to try to make 
this up to you is to get you some 
mounted counters. My buddy, Ty 
Bomba, Editor of one of our other 
magazines, Strategy & Tactics (I 
know it’s obscure among we 
wargamers, but maybe you’ve heard 
of it...) informed me that an 
upcoming issue will have some 
blank counters which we can print 
the Zulu War counters onto. Look 
for the Far Seas issue of S&T due 
out around March to include die cut, 
mounted counters for Zulu War. Ty 
says that we'll try to do this again 
with BattlePlan variant pieces 
whenever the opportunity presents 
itself. (Thus, if you are also an S&T 
subscriber, you'll be getting some of 
your BattlePlan variants with 
mounted counters... in time). 


Hot! Hot! Hot! 


We're looking for variant, 
scenario and strategy articles for 
hot new wargames, particularly 
S&T games (which almost 
everybody among our readership 
seems to own). In addition to 
wargame releases from 1988, we 
always need more material for “the 
classics.” To BattlePlan, the classics 
means Advanced Squad Leader, 
The Russian Campaign, Axis & 
Allies, A House Divided, the 
Great Battles of the A merican 
Civil War series, Third Reich, 
War at Sea, World in Flames and 
other ever-popular wargames which 
have withstood the test of time. 

In particular, we're looking for 
some (graphically well presented) 
ASL scenarios and campaign 
games. Other tactical games (such 
as Tank Leader, Fire Power, Fire 
Team, etc.) are also welcome. 


You Find Grognards in the 
Darndest Places! 

I recently got a modem for my 
home computer (Apple IIGS), and so 
naturally went seeking out another 
computers to call. Oh, sure, the 
“big” BBS (Bulletin Board Systems) 
were out there. But rather than 
going to Compuserve or The Source 
first, I plugged into AppleLink. 

I looked into the game section 
initially and saw what I expected: 
Lots of computer game and Role- 
Playing information. Then my eye 
caught a section for Historical 


Vlasov’s 
Army in 


EASTERN 
FRONT 


SOLITAIRE 


By Mark Greaves 


Board Wargames. Wow! Real 
wargamers!! 

After investigating this and 
entering into some dialogue on the 
current state of the art in movement 
mechanics (Is The Hex Grid A 
Dying Format?) and the quality of 
S&T (our sister publication), I got a 
call back from Doug Watley, who 
runs the entire game section on the 
AppleLink network. Lo and Behold, 
he’s a grognard from way back! 

We quickly conspired to “make 
a place” on line (that means 
computers linked via modem to a 
BBS “network”, for all of you 
neophites out there) for we 
grognards. A home for the board 
wargamer with an Apple computer. 

To that end, if things work out, 
we willbe featuring on line 
BattlePlan articles (wargame 
variants and scenarios) which you 
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Eastern Front Solitaire (Omega Games) 


The following variant is for 
Omega Games Eastern Front 
Solitaire. It adds the forces of the 
Russian Patriot General Vlasov 
and his anti-communist “libera- 
tion army” of volunteer Russian 
POW’s who would serve the Ger- 
mans in an attempt to remove 
communist from Russia. Historic- 
ally, the only battle his renegade 
army fought was against its 
German liberators, but things 
could have turned out quite 
differently. This variant assumes 
that Hitler supported this idea 
and that Vlasov was successful in 
recruiting volunteers for his 
army. Use the standard game 
rules with the following rules 
applying specifically and only to 
Vlasov’s Army. 

1. Keepa written record of 
the number of Russian strength 
points that have been eliminated 
while out of supply. 

2. For every five strength 
points of eliminated Russians in 
1941 (and increasing by one per 
year, i.e., six in 1942, seven in 
1943, etc.), one strength point 
may be assigned to Vlasov's 
Army immediately. These points 
may not be assigned to any other 
Axis army. 


can download for your very own! 
Everything is in the discussion 
stages, but both sides are amicable, 
so watch this column for details. 

Oh, for more information about 
AppleLink, call toll free: 1 (800) 
545-5047. Be sure to mention 
BattlePlan when you call (we get 
special service!). 


Play-By-Mail Ho! 

Feedback strongly in favor of 
more Play-by-Mail gaming pieces. 
This means I need you to write some 
pieces on PBM wargaming, as my 
files on this subject are bare. 
Therefore, I encourage all of you to 
engage your keyboards and write. A 
piece on AHIKS would be nice, as 
well as other PBM organizations 
and systems. New PBM systems for 
popular games would make for 


3. Vlasov’s Army enters like a 
normal reinforcement on the 
September, 1941 game turn with 
all strength accumulated to date. 
Make up the two counters needed 
to represent Valsov’s Army. 

4. Only surrendered Russian 
strength points may be assigned 
to this army. It may not receive 
regular replacements and no 
transfer of strength points is 
allowed between the Vlasov army 
and any other Axis army. 

5. Vlasov’s Army operates 
under the same conditions and 
restrictions as the Axis allied 
units with two exceptions: 

a) The max strength of the 
army is 12 strength points, not 6. 

b) Ifthe army is ever destroy- 
ed in combat, it is permanently 
removed from the game (and no 
new strength pts can be added). 

6. Strength points in Vlasov’s 
Army will not surrender due to 
isolation (they knew what would 
happen to them if they did 
surrender to their former 
comrades). 

If any conflicts arise through 
the use of this variant, use the 
standard rules combined with the 
spirit of this variant and your 
good sense to resolve the problem. 


useful reading as well. You get the 
idea, now give a few ideas back and 
we're all set! | 


Looking Ahead.... 
Next issue will feature Eagles 
of the Gulf, a module for GDW’s 
Air Superiority that will not be 
seeing separate publication. This 
will be a long feature, spread out 
over two issues (spilling over into 
the next issue which, I believe, 
should feature Wooden Ships & 
Iron Men). The majority of the 


material for Eagles of the Gulf will 


be in the next issue, however. 
Reprinted from the afore 

mentioned Canadian Wargamers 

Journal will be some World in 


Flames 4th Edition official errata, 


plus a new variant. 


Until our next move... -AE 


Washing the 
Spears in 
ZULU WAR 


By J.W. Shores 


When Zulu War appeared in 
Battleplan #7, I was fascinated. 
Such a fun little game that 
captures the flavor of the period, 
but the very briefness of a mini- 
game leaves out some of the more 
interesting possibilities of what 
could have happened in 1879. The 
Zulu empire had lasted some 50 
years since the assassination of 
its founder, the cruel but brilliant 
Shaka, and in that time the area 
of Zululand had shrunk through 
Boer encroachment and British 
intimidation. Shaka’s nephew, 
Cetshwayo, was on the throne 
and had been partially successful 
in curtailing the white invasion 
at the cost of being regarded asa 
vassal of the Governor of Natal. If 
Cetshwayo had been cut from the 
same cloth as his uncle, the 
events of 1879 could have been 
much different. 
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Night Attacks 


When Cetshwayo sent out the 
impi in January to defend the 
realm form the British invasion, 
he gave three orders and one bit 
of military information. The 
intelligence was that, while there 
would be many civilians travel- 
ing with the British column, the 
soldiers would be wearing red 
coats. 

The first order was to march 
slowly, so as not to wear out the 
warriors. The second was not to 
cross the Buffalo River into 
Natal. The third was not to 
attack at night. 

The warriors obviously paid 
attention the the intelligence 
information, as no one wearing a 
red coat escaped from the field at 
Ishandhwana, but the inDunas 
disobeyed the remainder of the 
king’s orders. The impi marched 
too quickly and arrived in the 
area in Ishandhwana two days 
before the battle, inadvertently 
decoying Lord Chelmsford into 
splitting the center column, lead- 
ing to the Zulu victory. After the 
battle, the reserve regiment 
crossed the river and attacked the 
mission station at Roarke’s Drift, 
an action that lasted through the 
night. So much for the edicts of 
kings! 

In April, the Zulus attacked 
at midmorning at Gingindhlovu, 
missing a golden opportunity to 
stampede the oxen transport 
which the British let out at night 
to graze. A night attack would 
have stranded the British force as 
effectively as the force that was 
besieged at Eshowe. Again, at 
Ulundi, the Zulus could have 
negated a large part of the 
British firepower by attacking at 
night. Shaka would not have let 
opportunities like these slip away 
as he used night attacks on 
several occasions while building 
the Zulu empire. 

A variant to simulate night 
attacks by the Zulus can be easily 
incorporated into Zulu War by 
allowing the Zulus automatic 
surprise against any British force 
in a redoubt. Note that this rule 


will have no effect on the 
historical battle of Rorke’s Drift 
as the defenders there had no 
cannon or gatling guns. 


Invasion of Natal 

Another of Cetshwayo’s 
shortcomings as a war leader was 
his failure to fight an offensive 
war and invade Natal after the 
victory at Ishandhwana. He did 
not understand empire-building 
like his uncle did, and attempted 
constantly to use his army to 
threaten the British into making 
peace. If he had ordered an 
invasion, he might have 
stampeded the native population 
of Natal into fleeing south, 
creating havoc for the British 
who were using the Zulu War as a 
political means to woo the Boers 
into a South African 
Confederation dominated by 
Britain. Any setback would have 
weakened the overall British 
position for waging the war. As it 
was, they lost anyway, they just 
didn’t realize it until 1881. 

If the Zulus invade Natal and 
occupy Greytown for at least one 
full turn, award them 5 victory 
points. 


The Prince Imperial 

Louis Napoleon Bonaparte, 
the son of the Emperor Napoleon 
III of France and Grand-nephew 
of Napoleon Bonaparte, was 
living in exile in England at the 
time of the Zulu War. After 
attending the Royal Military 
Academy at Wollwich, were he 
graduated seventh in his class, he 
spent his time awaiting the 
French people to call him from 
exile to assume his position as 
Napoleon IV, but he needed a 
military achievement to back his 
claim to the purple (after all, he 
was a Bonaparte). Leaping at the 
chance to fight a war against 
heathen savages at the bottom of 
the world were he could 
distinguish himself and not 
offend the French people, the 22 
year old Prince Imperial offered 
his sword to the British Army 
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who, under pressure from Queen 
Victoria, reluctantly accepted. 
Carrying the sword that his 
great-uncle wore at Austerlitz, he 
left for South Africa with 
reinforcements for Lord 
Chelmsford, promptly charmed 
his way into the main column and 
was Just as promptly killed ina 
skirmish while leading an 
unauthorized patrol some 
distance ahead of the force. 

It was a major foreign policy 
disaster for the British. It not 
only set offa wave of anglophobia 
in France, but it focused world- 
wide attention on what had been 
just another of Queen Victoria's 
innumerable little wars. 

To simulate the presence of 
the Prince Imperial, if the 
Chelmsford force suffers any 
number of casualties in a battle, 
roll a die to determine whether or 
not the Prince Imperial is killed. 
On a roll of 5 or 6, the Prince is 
killed and award the Zulus 5 
victory points. This die roll is 
only after the first battle in which 
the Chelmsford force takes 
casualties. 


Gatling Guns 

The Zulu War was the first 
time that the British Army used 
gatling guns in combat. 
Unfortunately, they did not work 
out quite as well as hoped. The 
guns fired rolled-brass cartridges 
which came apart when heated 
up by firing and would not 
extract, thus jamming the gun. 
At Ulundi, the two guns present 
jammed continuously, while 
during the initial invasion, the 
gun with Pearson’s column 
engaged a Zulu force for an hour 
and a half with the only tangible 
result being one Zulu wounded in 
the foot. 

To lessen the advantage of the 
gatling guns, try the following 
rule: after firing on the gatling 
gun line roll for each gatling gun 
to jam. On a roll of 5 or 6, that 
gatling gun jams and is out of 
action for the remainder of that 
combat segment. In subsequent 
combat segments, the gun 


a —_——————_———_—————_—_——@————  ___—————————1——t1t1—@u 
T_T Tk 
_———————— 


functions normally until combat | 
occurs on the gatling line, when 
you will repeat the “jam” 
procedure. 


Zulu Tribal Customs 

When a Zulu warrior killed 
an enemy in battle, he was 
believed to have become 
inhabited by an evil spirit which 
had to be exorcised before it took 
over the warrior. Zulu campaigns 
were consequently of short 
duration because the exorcism 
ritual had to be performed in the 
regiments home Kraal, or 
barracks, and for that reason, 
above all others, the impi 
returned to Ulundi after the 
battles of Isandhwana and 
Rorke’s Drift. 

To simulate this, after each 
battle where the British suffer 
casualties, the Zulu regiments 
that participated must return to 
either Ulundi, Kambula, 
Hlobane, or Eshowe-Gingindlovu 
and remain there for one turn to 
undergo the cleansing ritual 
(Hlobane was a military kraal set 
upon the mountain’s plateau). 

I realize that these optional 
rules will alter play balance in 
the favor of the Zulu player, but it 
has been my experience that it is 
difficult for the Zulus to win. Just 
as in the real war, the British 
must seek battle so that Zulu 
power can impale itself on British 


firepower, but at the same time, 


being careful not to split the 
army into groups so small that 
they can be overwhelmed by a 
massive Zulu impi, unless you 
are going to fight from redoubts. 

By the same token, going to 
ground in redoubts will restrict 
your movement and allow the 
Zulus to launch a raid against 
Greytown, which can cause you 
some grief, if these optional rules 
are employed. 

Zulu night attacks can play 
havoc against thinly spread 
British units, and the gatling gun 
jam rule makes any battle an 
uncertain event. 

Unfortunately for the Zulu 
player, he must fight major 


battles to win, and major battles 
mean major casualties. These 
optional rules will reduce the 
casualties suffered. 


As I mentioned earlier, the 
Zulu War was a political war in 
the truest sense of the genre. The 
British were attempting to 
amalgamate Natal, the Cape 
Colony, the Orange Free State, 
and the Transvaal Republic into 
the South African Union, to 
which end they had annexed the 
Transvaal. Faced with growing 
opposition from the Boers, who 
wanted no part of the British 
Empire, the British thought to 
gain their favor by eliminating 
the Boers most hated enemy, the 
Zulu nation. But instead of 
earning their favor, they earned 
their contempt when the Boers 
realized that some godless 
Savages armed only with spears 
and a few guns had, initially at 
least, beaten the British toa 
standstill. No longer awed by 
British force, and knowing God to 
be on their side, the Transvaal 
Boers revolted against the 
British occupiers of their land in 
1881 and beat them so severely 
that Britain sued for peace and 
granted independence to the 
Transvaal, which eventually led 
to another war when gold and 
diamonds were discovered in the 
Transvaal Republic. As a further 
legacy of the Zulu War, Britain 
inherited the ruins of Zululand 
and the chaotic political situation 
that they had created. The 
various tribes that made up the 
Zulu nation fought among 
themselves and were too weak to 
prevent the Boers from taking 
whatever land they felt that they 
were entitled to, until the British 
finally incorporated Zululand 
into Natal as a native reserve. 
The empire that Shaka had 
created had only lasted 80 years, 
and the last twenty of those were 
under British terms. One of his 
decedents still sits as the head of 
the Zulu tribe, but only asa 
chieftain and not as a king. 


Zeppelin 


BISMARCK 
House Rules 


By Luther Harris Jr. 


This article is my compilation 
of answers to every rules question 
that has cropped up in over 4 
years of playing Avalon Hill’s 
Bismarck game (plus a few 
additions and modifications 
deemed necessary to increase the 
game’s historical validity). Some 
of it will look quite familiar to 
Bismarck fans, having come out 
of already published errata in the 
General Volume 16 Number 2, 
Volume 18 Number 1, and Fire & 
Movement Number 20. Most of 
these “house rules” consist of 
clarifications to existing rules in 
the Bismarck rule book that 
appear to be vague, in conflict 
with one another, or unable to 
cover all of the circumstances 
that can arise in many playings 
of the game. 

The numbering system used 
corresponds to the one used in the 
Bismarck rule book. Therefore, 
6.21 simply refers to a clarifica- 
tion or change in rule 6.21 in the 
. rule book. 

What changes there are have 
been made as a result of many 
long, late-night “discussions” 
(read: arguments) about the 
historicity of various systems in 
the game ranging from the ‘A’ 


Ranger armor penetration of 8 
and 6-inch cruisers, to the belt 
armor effectiveness of German 
battle cruisers against aerial 
torpedo attack. I will readily 
admit to being only a keen 
amateur historian (like most 
wargamers), so many items here 
could be (and have been) argued 
with. 


BISMARCK RULES 
CLARIFICATIONS 


*Denotes an optional rule or 
one that may be used for play 
balance. 


2.43 Increase by 1 the given 
endurance rating (as printed 
on the counter) of all Graf 
Zeppelin aircraft units in 
Patrol Mode only. 

4.2 and 5.4 For play balance, the 
British player (only) may 
form or break up any task 
force after the Shadow 
Determination Phase, but 
before the Ship Movement 
Phase. This allows for a more 
effective search if a German 
ship or task force is lost, or a 
more effective attack if the 
shadow is maintained. 

5.12 and 5.13 For movement 
purposes on the Search 
Board, consider pocket 
battleships and battle 
cruisers restricted in 
movement in the same 
manner as battleships and 
aircraft carriers. They may 
move two zones only on 
alternate turns and must 
expend 1 fuel factor when 
doing so. (See the General 
Volume 16, Number 2 - page 
9: “Ship Movement, #3...”) 

5.14 and 5.25 Since the Eagle has 
an evasion rating of 22, it 
must abide by the same 
movement restrictions as the 
Rodney, Ramillies, Revenge, 
and Nelson. Therefore, the 
Kagle may move only one 
zone each turn, and must 
expend 1 fuel factor if it does 
so in a non “C” turn. (See the 
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Movement On Search Board 
chart on the Basic Game 
Tables Card.) 

9.24, 16.3, and 23.22 Destroyer 
flotillas may utilize 
emergency movement when 
out of fuel, and are not 
removed from play. They may 
also refuel and reload 
torpedoes in port. 

6.0 and 17.6 Aircraft carriers 
may not launch aircraft while 
in port, but can launch in the 
same turn that they get 
underway even though the 
Air Movement Phase comes 
before the Ship Movement 
Phase. 

6.21 There are two exceptions to 
the rule that an aircraft unit 
must return to its home base: 
a) When two or more aircraft 

carriers are in the same 
task force, aircraft units 
may freely transfer 
between any carriers in 
that task force. They 
must still physically fly 
from carrier to carrier, 
within the capacities 
given below: 


Aircraft Carrier Capacities: 
Ark Royal - 60 aircraft 
Victorious - 36 aircraft 
Eagle - 18 aircraft 
Hermes  -15 aircraft 


b) The German player (only) 
may designate one of his 
two Bordeaux long-range 
air units as a shuttle unit 
which may shuttle 
between Trondheim and 
Bordeaux. This is per the 
Developer's Notes on 
page 15 of Fire & 
Movement Number 20 
(by Mike URI). 

*8.11 through 8.24, and 24.12 
Allow all German warships 
and aircraft (but not U-Boats 
or the Graf Zeppelin) to 
shadow Allied warships 
under the following 
conditions: 

a) The British player must 
finish all of his shadow 
attempts (and announce 
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that he has done so) 
before the German player 
is allowed to attempt a 
shadow of one or more 
Allied ships or task 
forces. 

b) Only those German air 
units, ships, or task forces 
that have not been moved 
during the Shadow 
Determination Phase nor 
were themselves being 
shadéwed during that 
phase are free to attempt 
to shadow an Allied ship 
or task force. 

c) The British player must 
move any ship or task 
force selected for shadow 
by the German player 
before that shadow 
attempt is resolved (just 
as when the British 
player attempts to 
shadow) even if the Allied 
ship or task force itself 
conducted a successful 
shadow. _ 

d) A shadowing German air 
unit, warship, or task 
force is free to not follow 
whatever it successfully 
shadowed just as started 
in 8.19. i 

e) The German player cannot 
attempt a High Speed 
Shadow since the British 
player does not have to 
state if any of his ships 
passed through a zone 
being searched by the 
German player (see 7.23). 


8.13 and 24.38 Only in the case of 


submarines shadowing a 
convoy can more than one 
shadow attempt be made per 
turn on a given unit. Each 
submarine unit (and one 
surface group) may attempt 
to shadow the convoy 
separately. 


9.71 and 23.52 An Aircraft 


Carrier may refuse a torpedo 
attack from enemy 
Destroyers if it has any type 
of screening ships (including 
Destroyers) in the task force 
with it. Other capital ships do 
not have this option. Aircraft 


Carriers may elect, however, ` 


to remain in a task force 
being attacked by enemy 
Destroyers to increase the 
number of rolls on the 
Defensive Fire Table. They 
then become prime targets. 
(See also 9.222 and 9.272) 


9.5 Only cruisers can move three 


hexes on the Battle Board, 
even though some other ships 
have evasion levels of 30 or 
more. Otherwise, British 
Battleships would find it 
virtually impossible to 
engage or withdraw from 
German Battle cruisers. (See 
the Movement On Battle 
Board chart on the Basic 
Game Tables Card). 


9.611 Shorten the ‘B’ range for 


Heavy Cruisers to 4 hexes 
maximum, and 3 hexes 
maximum for Light Cruisers. 
(See page 15 of Fire & 
Movement Number 20, and 
the General Volume 18, 
Number 1 - pages 14 and 45.) 


*9.611 Shorten the ’A‘ range for 


Heavy Cruisers to 2 hexes 
maximum and Light Cruisers 
to 1 hex maximum when 
firing at Battleships or Battle 
cruisers only. 


*9.83 and 48.2 If the German 


player wishes, he can trade 
off his gun malfunction 
problem on the Tirpitz for the 
elimination of the same 
problem on the British King 
George V and the Prince Of 
Wales. This will also give the 
Tirpitz a -1 die roll 
modification (just like the 
Bismarck) when air attacked 
on the Air Penetration Table. 


9.84 and 51.7 When receiving 


special damage, Pocket 
Battleships and Battle 
cruisers are considered the 
same as Cruisers. 


9.93 When withdrawing from 


naval combat, Battle cruisers 
and Pocket Battleships are 
considered the same type of 
ship as a Battleship. 
Therefore, a Battle cruiser or 
Pocket Battleship can 
prevent a Battleship with the 


same or lower evasion rating 
that is within six hexes on the 
Battle Board from 
withdrawing. A Cruiser, 
however, cannot prevent a 
Pocket Battleship, Battle 
cruiser, or Battleship from 
withdrawing in the same 
circumstance (See 51.7, first 
sentence). 

*9.94 Ignore the last sentence in 
9.94. The reductions in ship 
movement inherent in the 
Movement on Battle Board 
chart on the Basic Game 
Tables Card are sufficient. 

12.7 and 37.2 Only after the turn 
that a ship or task force 
arrives in port can it receive 
the inherent anti-aircraft 
strength of 10 (i.e., there is a 
one turn delay). 

16.3 Ignore the last sentence in 
16.3. Allow the Repulse to 
refuel and continue in the 
game like other ships. 

16.3 When the Eagle refuels (or 
when it begins the game in 
any port), double the amount 
of fuel boxes on the Hit 
Record Pad for the Aircraft 
Carrier. The small number of 
fuel boxes currently available 
on the Hit Record Pad for the 
Eagle reflects the fact that 
the Carrier had been at sea 
for some time before entering 
the area represented by the 
Bismarck Searchboard. 

16.4 Modify the rule as follows: 
“In any turn in which the 
visibility level is eight or 
worse, each Battleship, 
Battle cruiser, Pocket 
Battleship, or Aircraft 
Carrier that moves 
automatically expends one 
fuel factor in addition to any 
normally expended.” 

19.7 Modify the Torpedo 
Damage Table (Intermediate 
Tables Card): For damage 
determination purposes only, 
consider Battle cruisers to be 
Battleships and Pocket 
Battleships to be Cruisers. 
PB, CA, CL, and BB, BC 
categories are included on the 
Bomber Hit Table and 
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Bomber Damage Table, so 
extend this arrangement to 
the Torpedo Damage Table 
also. 


19.7 Modify the Torpedo Damage 


Table (Intermediate Tables 
Card): Treat the Scharnhorst 
and Gneisenau like the 
Prince Of Wales, King 
George V, and the North 
Carolina on the Torpedo 
Damage Table. Reduce the 
midships damage to 1 and 
reduce the evasion rating by 
half the figure printed on the 
table when an * result is 
obtained. 


19.7 Modify the Torpedo Damage 


Table (Intermediate Tables 
Card): Modify the Torpedo 
Damage Table for Battleships 
and Battle cruisers (only) as 
follows: On a die roll of ‘4’, use 
the following sub-table to 
determine the permanent 
evasion reduction for 
Battleships and Battle 
cruisers instead of 
automatically reducing the 
evasion rating by 20 (see the 
Torpedo Damage Sub Table). 


20.5 and 24.4 A German ship 


must have at least one 
gunnery factor and one 
ammunition factor to expend 
in order to sink a convoy. This 
is per the Developer’s Notes 
on page 15 of Fire & 
Movement Number 20. 


22.2 German warships are not 


allowed torpedo attacks 
against merchant ships ina 
convoy since they are 
required to use their 
torpedoes on the Battle 
Board. Only Submarines and 
Destroyers are allowed to use 
the Torpedo Attack Phase 
(see 22.21). (Capital ships 
would rarely waste torpedoes 
on merchant ships anyway). 


22.25 Modify the Submarine 


. Attack Table (Intermediate 
Tables Card) #6 under 
Antisubmarine Strength 
should read: “Each German 
ship within two zones of 
Bergen, Trondheim, Brest, or 
St. Nazaire”. Also, to clarify . 


#5, Destroyers are considered 
valid British escorts for 
Antisubmarine Strength 
determination purposes. 


23.32 and 41.0 As per the 


Developer’s Notes on page 15 
of Fire & Movement Number 
20, Destroyers may be 
surprise attacked. Whena 
German ship or task force 
does so, simply use the 
Defensive Fire Table (against 
Destroyer attack) and 
exclude the Allied options of 
torpedo attack (none are 
considered fired in this case). 


24.46 and 24.52 If Destroyers are 


the only escort of a convoy 

being attacked by enemy 

warships, they are allowed 
the following three options: 

(Note that if one or more 

friendly warships are also 

escorting the convoy, then 
option ‘ec’ is deleted). 

a) One or more Destroyers in 
the escorting flotilla(s) 
may attack with 
torpedoes* (use the 
Defensive Fire Table). If 
all escorting Destroyers 
are sunk and if all other 
escorting warships are 
also sunk or withdraw in 
the Naval Combat Phase, 
then the convoy may be 
attacked. If some 
escorting Destroyers 
remain (but no other 
friendly warships are 
escorting the convoy), 
then the British player 
may choose option ‘e’ 
below. Otherwise, option 
‘b’ must be chosen. 

b) The Destroyers may 
decline the attack 
(withdraw from the 
battle) and allow the 
enemy force to attack the 
convoy (or any other 
escorts, if available). 

c) The Destroyers can remain 
in escort of the convoy, 
but not attack with 
torpedoes. In other words, 
they can attempt to 
screen the convoy’s 
withdrawal by laying 


smoke, using harassing 
gunfire, etc. In this case, 
the Defensive Fire Table 
is not used and no 
torpedoes are fired by the 
defending Destroyers. 
The Destroyer / Convoy 
Screening Table is then 
consulted to determine if 
the Destroyer screen is 
penetrated, allowing the 
convoy to be attacked 
(See the Destroyer / 
Convoy Screening Table). 
Note: Destroyers in convoy 
escort that are defending 
against an attack by enemy 
warships may, in defense of 
the convoy, attack with 
torpedoes, even if the enemy 
task force was not found by 
search or shadow in that 
turn. The Destroyers may 
not, however, initiate the 
combat under these 
conditions (see 9.23). 


24.46 and 27.38 Since the 


German player gets two 
attacks for each LR Recon air 
unit (against convoys only), 
consider each such unit to be 
two aircraft. In this case, 
12.35 and 12.43 supersede 
52.41 and 52.51 for LR Recon 
air units only. LR Recon are 
worth one victory point per 
aircraft or two victory points 
if the entire unit is lost. 
German LR Recon aircraft 
can only attack capital ships 
if they are escorting a convoy. 
They are treated as Level 
Bombers for all Air Attack 
Phase tables. 


27.32 and 27.33 If more than one 


convoy is in the same zone 
when attacked and they 
cannot be distinguished apart 
by a difference in escorts (or if 
the convoys have joined up), 
then the convoy being 
attacked is determined 
randomly (unless the 
attacker wishes to attack all 
the convoys in the zone). 
Simply flip over the convoy 
counters and let the attacker 
choose one or more. 
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27.50 and 29.0 When 


determining air loss due to 
anti-aircraft fire, if Level 
Bombers are attacking 
combined with LR Recon air 
units, losses may be taken at 
the German player’s 
discretion. Level Bombers 
may be used to satisfy any air 
losses before LR Recon are 
used. 


*28.3 Change the rule to allow 


carrier-hased fighters (only) 
to fly CAP over anything in 
the same zone as the carrier. 
Fighter air units in the home 
carrier’s CAP box defend that 
carrier’s task force only. To 
defend another task force in 
the same zone, place the 
fighter air unit counter(s) on 
the Search Board directly 
over the task force marker 
being protected. 


*28.6, 36.1, and 36.4 Allow land- 


based fighters to escort land- 
based bombers on attacks. 
This escort is available 
within two zones of a friendly 
coastal zone. This rule is 
needed especially when the 
Graf Zeppelin is allowed to 
navigate the English 
Channel. Also, change 36.2 
and 36.3 as follows: 
British player - 

20 land-based fighters per 

day from Britain. 
German player - 

20 land-based fighters per 

day from France, 10 land- 

based fighters per day 

from Norway. 


attacking player may not 
abort the air attack and must 
accept any air losses due to 
anti-alrcraft fire. 

The exception to the 
above rule occurs when the 
defend-ing player has any 
CAP over his ship(s). In this 
case, the attacking player 
must roll on the Air-to-Air 
Disengagement Table to 
determine if he can abort 
before Air Penetration is 
determined. (He still cannot 
abort after Air Penetration is 
determined). As soon as the 
attacking player learns that 
the defending player has any 
CAP over his ship(s), the 
attacking player is then 
forced to use the Air-to-Air 
Disengagement Table if he 
wishes to abort the air attack 
unless both players choose to 
withdraw. 


29.2 Modify the Anti-Aircraft vs. 


Bomber Table (Intermediate 
Tables Card/Air Loss Tables) 
as follows: Anytime that a ‘5’ 
or ‘6’ is rolled on the table, the 
actual losses are obtained by 
rolling again on the Anti- 
Aircraft vs. Bomber Sub- 
Table. 

Remember that air losses 
due to anti-aircraft fire can 
never exceed the number of 
air craft that fail to penetrate 
on the Air Penetration Table. 


29.6 and 29.7 apply for both 


British and German LR 
Recon air units. Therefore, if 
a German LR Recon air unit 


one aircraft is eliminated in 
an attempt by an air unit to 
land armed, then the 
remainder of the air unit is 
considered to have landed 
unarmed. 


*31.3 Whenever the German 


player begins the game with 
one or more warships in Brest 
or St. Nazaire, change the Hit 
Record Pad for the Aircraft 
Carrier Eagle as follows: 
Change the word “Flights” to 
“Attacks” just like the other 
carriers. This can be justified 
by the increased readiness 
that Great Britain would 
push for in the eventofa 
threat-ened German 
breakout from France. 


39.0 A ship with a breakdown 


may perform without penalty 
in battle. This is per the 
developer’s Notes on page 15 
of Fire & Movement Number 
20. 


*40.4 Allow the first box of any 


damaged section to be 
repaired at sea if a separate 
die roll is made on the Repair 
At Sea Table (Intermediate 
Tables Card) just for that one 
box. An extra turn would be 
required to do this. 


51.6 and 52.53 Because of their 


increased capacity to 
demoralize and disrupt 
British merchant shipping at 
sea, change the number of 
victory points received for 
exiting the following 
warships off the south board 
edge: 


has been reduced to one 
aircraft by anti-aircraft fire, Ship Name Points (Extra) 
it can be brought up to full Scharnhorst 5 +1 
strength by returning to base. Gneisenau 5 

31.1 The Aircraft Carrier Bismarck 6 
Landing Table must now be Tirpitz 6 +2 
used for each air unit attemp- Graf Zeppelin 8 
ting to land on an Aircraft 
Carrier. If a full aircraft 
coun-ter’s worth of aircraft 


29.0 An air attack may be 
aborted at anytime up to the 
time that Air Penetration is 
rolled for. In other words, a 
player may learn the anti- 
aircraft strength of the ship 
or ships that he is attacking 
before deciding whether or 
not to abort. He may not, 
however, reallocate his air 


52.43 After leaving the south 
board edge, all temporary 


attack strength to a different 
ship or ships after learning 
the enemy anti-aircraft dispo- 
sition. After the defending 
player rolls on the Air 
Penetration Table, the 


land on a carrier armed 
(returning from an 
unsuccessful air at-tack), 
then mark off one less attack 
box on the Hit Record Pad for 
that carrier. If, however, even 


Evasion Damage ona 
warship is considered 
automatically repaired. 
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Modifiers: -1 for aerial torpedos (Treat a roll of‘0’ as a roll of ‘1’). 


31.1 Aircraft Carrier Landing Table 
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2 


Dice Visibility Level 
Roll Sum 1 : 5 6 


Key: E1 - Eliminate one aircraft 
E2 - Eliminate two aircraft, etc. (6 is the maximum 
number of aircraft in any one air unit). 

Modifiers: 


Note: Each”E' result on the Aircraft Carrier Landing Table 
causes no damage to the carrier unless the air unit landing 
was armed. In that event, the Air/Carrier Damage Table 
must be consulted (just once, even if more than one plane was 
lost), and any “’ result received also results in one Midship 


F2 


2-4 


+3 Night (another +1 for British) 
+3 Fog 

Air unit is attempting to land while still armed 
+2 For each previous ‘*’ result received on the 
Air/Carrier Damage Table (Intermediate Tables 


Card) 


hit. Once a carrier has been damaged by an air unit 


attempting to land armed, all other aircraft in that unit are 
considered to have jettisoned their ordinance. Also, no other 
air units may attempt to land armed on that Aircraft Carrier 


until all damage to the carrier is repaired. 


29.2 Anti-Aircraft vs. 
Bomber Sub-Table 


Losses Modifier 
x4 (losses are halved) 
x1 (losses are normal) 
x14 (losses are 150%) 
x2 (losses are doubled) 
x24 (losses are 250%) 
x3 (losses are tripled) 
Note: all fractional losses are 
rounded up to the next whole number. 


Sì Ol rm CoN = 


German BC’s French 
or U.K. BB’s 


or U.K. BC’s 
4 


8 

12 
16 
20 
24 


24.52c Destroyer / 
Convoy Screening Table 


Result 
May not attack convoy 


this turn. 
May attack convoy this 
turn. 


Modifiers (all are cumulative): 
Visibity Level 

1° 2°73 4° 5 6-7 

+3 +2 +1 0 -1 -2 -3 -4 n/a 


-2 Night 
-1 Each defending Allied Destroyer 
Flotilla 


+2 Each attacking Axis Battleship, 
Battlecruiser, or Pocket Battleship 
+1 Each attacking Axis Cruiser 


29.0 Air-to-Air 
Disengagement Table 


Die Attacking Air Group is 
Roll Unescorted Escorted 


Key: 

No=Attacking air group may not abort. 

Yes = Attacking air group may abort. 

Yes* = Attacking air gruop may abort, 

but all escorting fighters must remain 

and engage the enemy CAP and suffer 
any resulting losses 

Modifiers: 

-1 ifthe ship or task force being 
attacked was found solely by the air 
attack group without the aid of any 
other firendly ships or aircraft. 

+1 ifthe ship or task force being 
attackd was found with the aid of 
any other firendly ship of aircraft, 
or if the ship or task force was 
shadowed just prior to the attack. 


Note: The defender’s CAP may 
automatically disengage at anytime 
unless the air attack group has any 
escort and the attacking player wishes 

to engage the CAP. Then, the defending 
player must also roll on the above table, 
using just the first column and an l 
automatic +1 modification on his die 

roll. 
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Author’s Notes 


I will not attempt a detailed 
explanation of all the changes 
made (most are self-explanatory) 
except for the following four: 


1) The Torpedo Damage Sub-Table 
was incorporated for one main reason - 
The probability of extensive evasion rating 
reduction (minus 20) from aerial torpedo 
attack on heavily armored battleships and 
battle cruisers is just too high. The lucky 
hit on the Bismarck’s rudder section was 
just that - lucky; certainly not the one-out- 
of-six shot that it has on the Torpedo 
Damage Table. (The Germans claimed the 
hit to be a hundred-thousand-to-one 
shot!).2 Penetrating torpedo bombers 
have a 1 out of 3 chance of getting a hit for 
every penetrating aircraft and each of 
these hits has that 1 out of 6 chance of 
inflicting extensive damage (actually a 
kill shot in game terms). For the 
Scharnhorst and Gneisenau, the Torpedo 
Damage Table is sheer butchery. Any 
permanent evasion damage (9.722) 
greater than seven will leave them 
moving only one zone per turn on the 
Search Board, thus making them each just 
twenty British victory points waiting to be 
overwhelmed and taken. 


2) The Destroyer/Convoy Screening 
Table is admittedly a fudge, but given the 
Catch-22 destroyer problem in the game, 
it is some necessary fudge. The problem is 
this: In the Intermediate Game, 
destroyers cannot participate in the Naval 
Combat Phase and may only be fired on 
when they conduct torpedo attacks 
(23.32). In other words, there is no 
provision for offensive fire against 
destroyers in the Intermediate Game 
(other than Surprise Attack - 41.0, which 
should not apply for slow moving 
convoys). At the same time, 24.52 states 
that “German ships cannot attack the 
merchant ships of a convoy until all ships 
escorting the convoy have been sunk or 
withdrawn from combat.” So if the British 
player declines a torpedo attack with 
destroyers escorting a convoy and refuses 
to withdraw that escort from the convoy, 
then the German player is technically 
stuck. One lonely destroyer could block 
the entire German fleet. On the other 
hand, if the Germans are allowed to just 
ignore the de-stroyers when they don’t 
attack or withdraw, and simply sail right 
through them to attack the con-voy, then 
another absurdity arises. The single light 
cruiser Nurnberg could conceivably blow 
by 15 or 20 British destroyers unscathed. 
If these same destroy-ers attempt a full- 
blown daylight torpedo run on the 
Nurnberg, the light cruiser will get one 
shot for each attacking destroyer with an 
almost 50% chance of sinking each one! 


Those torpedo salvos that do manage to 
clear this slaughter will each get only 1 
chance in 36 of hitting the Nurn-berg (due 
to its high evasion rating). The likely 
result would be almost half of all 
attacking de-stroyers sunk with no 
damage to the Nurnberg. I don’t think 
that old Captain Vian would agree with 
these odds! With two German light 
cruisers attacking, it is probable that most 
if not all the escorting destroyers would be 
sunk without a single hit on their enemy. 
It is little wonder that the British player 
would want to just sit and not attack or 
withdraw if that were possible. (The 
Defensive Fire Table was, I think, 
designed for destroyer attacks on the 
Bismarck or Tirpitz, not the Nurnberg). 


Short of designing extensive 
destroyer combat rules for the 
Intermediate Game (these could have 
been designed, but why do so when the 
Advanced Game is just a few pages of 
reading away?), some sort of compromise 
is necessary. Thus the Destroyer/Convoy 
Screening Table. It is simply keyed to the 
respective force sizes and dispositions and 
to the visibility level in the zone of attack. 
If the players want more factors 
considered, they should consult the 
Advanced Game rules. 


3) The aircraft carrier Eagle. Suffice 
it to say, I simply do not agree with the 
developer’s interpretation on the slow 
little ship. My reading seems to come up 
with a 4,000 nautical mile range at 18 
knots for the Eagle com-pared to the 
7,600nm range of the Ark Royal at 20 kts. 
So why, on the Bismarck Hit Record Pad, 
does the Ark Roya! have almost triple the 
number of fuel boxes that the Eagle has? 
With an oil bunkerage of 3,750 tons and 
designed to burn both oil and coal (1,750 
tons of the latter could be accommodated 
in addition to the oil capacity}, the Eagle 
does not compare that disfavorably with 
the Victorious (4,850 tons) or the Ark 
Royal (4,600 tons). The Eagle should at 
least be able to range as far as the average 
British light cruiser. This would translate 
to 10 fuel boxes in game terms - double the 
number given the Eagle at the game’s 
start. 


Why is the Eagle not allowed 
unlimited flights (with air attacks 
limited) like the other carriers in the 
game (31.3)? Was the Eagle unable to 
carry the necessary aviation fuel and 
ordinance? If so, it sure didn’t keep the 
British Admiralty from using the carrier 
on combat missions in the Mediterranean 
and for convoy escort in the Atlantic. On 
anti-submarine patrol while on convoy 
escort, many air search missions would 
have been required of the little carrier. 
Without trying to completely second guess 
the game’s developer, I will speculate that 
the Eagle was so handi-capped to reflect 
an operation that the carrier was already 


m a: 
e — 


on at the time of the Bismarck’s attempted 
breakout into the Atlantic (an operation 
that I am not privy to). The Eagle was 
thus caught by Operation Rheinubung at 
an inopportune time and simply reacted 
as best it could. (In actuality, it played no 
part at all in the operation). If this is the 
developer’s reasoning, then any other 
scenarios in the game would not 
necessarily require this handicapping of 
the Eagle. 


4) Finally, we come to the Anti- 
Aircraft vs. Bomber Table. At first glance, 
it does appear a little too bloodless. In fact, 
during the air attacks launched against 
the Bismarck by the Victorious on May 24 
and the Ark Royal on May 26, nota single 
one of the slow, low-flying Swordfish 
torpedo planes were shot down. Admitted- 
ly, this was probably a freak occurrence, 
but based on the historical results, the 
table is actually to bloody. So why did I 
introduce the Anti-Aircraft vs. Bomber 
Sub-Table with its possibilities for some 
truly significant aircraft losses? Because 
most of the games that I play end up with 
a good portion of the Kriegsmarine at sea 
and in task force. (It does get a little 
boring for the German player to just have 
the Bis-marck and Prinz Eugen game 
after game). There is just no way that the 
table in the game can reflect the 
probability of Air Loss for a wave of ten 
torpedo planes flying against the Graf 
Zeppelin when escorted and completely 
screened by the Bismarck, Tirpitz, 
Scharnhorst, Gneisenau and the four 
German cruisers. If my Sub-Table warps 
the Basic Game somewhat as a re-sult, 
then the reader is urged not to use it. 
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The 
Conquest of 
Britain, 
AD 43 


A Scenario for 
West End’s 
Druid 


By Seth Owen 


The Roman Emperor 
Claudius is probably better 
known than most due to Robert 
Graves’ novel J, Claudius and the 
PBS mini-series based on it. For 
those of you unfamiliar with his 
story, here a briefsummary.... 

Dismissed as an Idiot by 
everyone in the Imperial Court, 
Claudius had managed to survive 
the murderous reign of his mad 
nephew Caligula. When Caligula 
was murdered by his German 


guards, they proclaimed Claudius | 


Emperor. Believing him to bea 
feebleminded fool to be mani- 
pulated, Claudius turned out to 
be a shrewd and capable ruler. He 
consolidated his political power 
and secured his throne. 

While an able politician, he 
was no military man. In many 
ways, however, the Emperor was 
expected to be a successful battle 


leader. The title “Emperor” itself 
was originally awarded for out- 
standing successes on the battle- 
field. Claudius cast about for a 
conquest that would add to his 
glory without costing too much 
money (Caligula had bankrupt 
the state). He settled on Britain. 

A fleet and Army were 
gathered and a distinguished 
Legate called Aulus Plautenius 
was appointed to lead the exped- 
itionary force. Claudius made it 
clear to Plautenius that he was to 
win all but the last battle. When 
victory was at-hand, he was to 
send a message to Claudius so 
that the emperor could lead the 
legions to the final victory. 

Because he had to allow time 
for a campaign to be fought, a 
message to be sent to Rome and 
for Claudius to travel from Rome 
to Britain and back before the 
seas became dangerous, 
Plautenius was on a tight 
schedule. He had to win his 
campaign quickly. 

In April, the Roman force 
landed in Kent. Facing them 
were the various tribes of 
Southeastern Britain. 

West End Games’ Druid 
allows us to simulate this initial 
campaign to establish a Roman 
foothold in Britain. Boudiccca’s 
Rebellion, the subject of Druid, 
occurred only 18 years after the 
initial landinys in Kent. The 
countermix contains all the units 
needed. Only a few modifications 
to the map are needed, and like- 
wise only a few changes to the 
rules. All rules of Druid are in 
effect except as noted below: 


1. Introduction 

In AD 43 a Roman Army landed 
in Britain to add the last major 
territory destined to be 
incorporated into the Roman 
Empire. This scenario simulates 
the initial campaign to secure a 
bridgehead and give Emperor 
Claudius his military triumph. 


2.1 The Map. 
Ignore all Roads, Forts and 
Roman camps except Rutupiae. 
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Druid (West End Games) | 


Ignore all Roman towns except 
for Durobrivae and 
Camulodunum which are treated 
as though they were Tribal 
Capitals with no tribal troops. 
2.2 The Playing Pieces. 
Civilian counters are not used in 
this scenario. 

The Seutonius Paulinus 
counter represents Aulus 
Plautenius. Plautenius has all 
the powers of Paulinus from the 
standard game. 

The Boudicca counter 
represents Caratacus, the most 
effective leader of the Britins. He 
has all the powers of Boudicca in 
the standard game. 


4. The Sequence of Play 
The first segment within an 
Operations Phase is alwaysa 
Roman Segment. There is no 
Civilian Movement Phase. 


5.31 Use of Operations Points. 
The Roman player always has the 
first segment in the Operations 
phase. 


6.3 Civilians 
Delete entire rule. 


6.5 Movement in Viroconium 
Viroconium is not Roman- 
occupied or fortified in this 
scenario. Treat it as a normal 
Tribal Capital. 


6.6 Hidden Deployment and 
Movement 

This Optional rule is recommend- 
ed. 


9.1 Military Posts 
The only Military Post in this 
scenario is Rutupiae (Hex 2033). 


9.24 Sacking Camulodunum is 
no different than sacking any 
other Tribal capital. Loninium 
cannot be sacked as it does not 
exist in this scenario. 


9.3 and 9.4 
Delete these rules. 


BattlePlan #8 


Druid (West End Games) 


10. The Roman Legion 


The four legions in Druid are the 
same ones that conquered the 
Island in AD 43. 


10.23 XX Legion starts this 
scenario intact. 


12 Reinforcements 


12.1 Ignore this rule. All the 
Roman units are activated at the 
start of the scenario. No 
additional troops are received. 


12.2 Ignore this rule. 


12.3 The Britain player starts 
with the following tribes active: 
Cantii, Catuvellauni, Trinovan- 
tes, Dobunni and Atrebates. 


12.4 This optional rule is 
recommended. 


12.5 Ignore this rule. All Roman 
units are on the Map at the start 
of the scenario. 


13. Leaders 


13.2 Aulus Plautenius has all the 
attributes of Suetonius Paulinus. 


13.3 Caratacus has all the 
Attributes, for game purposes, of 
Boudicca. 


13.4 No druids start in Play. The 
Briton player can activate them 
normally. Four druids are in 
reserve on Mona. One druid can 
be in play at a time in this 
scenario. 


14. Bridges 

Ignore all bridges printed on the 
map except 2423/2523 and 
2226/2325. 


15. Initial Deployment. 


15.1 Briton Deployment 
All units below are in “revolt” 


Hex Units 

2821 Catuvellani Tribe and 
Caratacus 

3525 Trinovantes Tribe 

3106 Dobunni Tribe 

2416 Atrebates Tribe 

1931 Cantii Tribe 

15.2 Roman Deployment 

Hex Units 

2033 Aulus Plautenius, 
All four Legions, All 20 
‘Aux. Infantry cohorts, 
Four 1-12 Cav (Cohors 
Eq.), Six 2-12 Cav. (Alae) 

16. Victory 


Both sides needed a quick victory. 


The Britons wanted to avoid the 
destruction of their homes that a 
long campaign would bring. 
Aulus Plautenius had to bring 
the tribes to heel quickly so that 
Claudius could have his triumph 
without leaving Rome too long. 

The Roman player wins if he 
holds six of the following ten 
towns at the end of turn 14: 
(Camboritum [3525], Camulo- 
dumum [3031], Corinium [3106], 
Calleva [2416], Durobrivae 
[2325], Durovernum |1931], 
Noviomagus |1518], Venta 
Belgarum [1914], Verulamium 
[2821] or Rutupiae [2033]. 
Eliminating Caratacus is worth 
the same as holding two towns. 
Reducing a tribe to 1/2 strength 
counts as a town. 

The Briton player wins by 
reducing two legions to less than 
23 strength points. Elimanating 
35 strength points of Auxiliary 
units is worth the same as reduc- 
ing a legion. If neither player 
wins, the campaign is a draw. 
Aulus Plautenius has failed to 
provide his Emperor with the 
cheap and quick victory desired, 
but an eventual Roman conquest 
is inevitable. The Historical 
Result: The Romans held three 
towns and had defeated the main 
host of Britons near Londinium 
and Durobrivae with negligible 
losses to themselves. 
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Optional Roman 
Challenge Scenario 


The Roman Legions had 
mutinied and refused to board the 
boats to cross the English 
Channel a few days before the 
invasion began. Claudius’ envoy 
Narcissus finally convinced the 
troops to board. The delay and 
mutiny had worked to the Roman 
advantage, however. The Britons 
heard of the mutiny and, 
believing the Romans were not 
coming, had all dispersed to their 
homes. This allowed the Roman 
army an unopposed landing. For 
a quicker and more challenging 
situation for the Romans, assume 
the Roman troops had not 
mutinied and had landed as 
planned. They would have found 
a large Army waiting for them 
near the beaches. 


Optional Set Up 


Roman - No Change 


Briton 
Place half of each tribe’s army 
in the Tribal Capital, as shown 
in Rule 15.1 

Place the other half of each 
active tribe’s army, with 
Caratacus in any one hex not 
occupied by the Romans. 


Suggested Reading: 
Invasion byJohn Preddie, 


St. Martin’s Press, 
New York, 1987 

I, Claudius by Robert Graves, 
Random House, 
New York, 1934, 
1961 

Armies and Enemies of 


Imperial Rome by Phil 


Barker, 
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Drive on 
Frankfurt 
Variations 


by James C. Gordon 


The basic situation in Drive 
on Frankfurt (from Counter- 
Attack Magazine #1) provides a 
reasonably well-balanced contest 
between NATO and Soviet forces. 
A mixed American and West 
German battlegroup includes 
brigades drawn from four 
divisions. A reinforced Soviet 
army of six divisions and one 
airmobile brigade launches an 
all-out offensive aimed at 
Frankfurt, by storming through 
the Fulda Gap. Further north, 
Kassel is a secondary, but 
important target. 

Minor variations on the 
standard theme in Drive on 
Frankfurt, such as those which 
follow, do not alter significantly 
the strategic or tactical emphasis 
of the design. By adding a small 
bonus or imposing a handicap on 
either side, one can alter the 
surface of the battle, if not its 
roots. These variant rules can be 
used singly or in groups, perhaps 
to offset the experience of one 
player against another, or just a 
change of pace. 


NATO Forward 
Movement 

Modify rule 12.1, directing 
NATO impulses prior to Soviet 
entry on turn 1. Roll one die and 
apply the following results. 


die roll1-4: one impulse 
5-7: two impulses 
8-9: three impulses 
0:one impulse for each 

formation and every 
non-formation unit 
(cavalry, helicopter, 
artillery, EW) 


Step Losses At Start 

Both players roll one die and 
divide the total in half. Round 
fractions down. The result is the 
number of step losses incurred 
before turn one (presumably from 
earlier air strikes). No single unit 
can receive more than one step 
reduction. Only NATO at start 
forces and Soviet turn one forces 
are eligible. 


Entry Areas 

Extend the Soviet entry areas 
southward and westward. The 
following hexes become 
additional entry areas, available 
for use by delaying entry for the 
designated number of turns. 

Hex 3527 (R + 1), 3530 (R+ 2), 
3531 (R+ 2), 3537 (R+3), 3540 
(R+ 3), 1801 (R+1), 1601 (R+ 2), 
1301 (R+ 2). 


Reinforcement Schedule 
Both players roll a die for 
each formation (division or 
brigade) and non-formation unit 
(cavalry, artillery, EW). The 
result deter-mines the turn of 
arrival for rein-forcements. Units 
deployed at start are excluded. 


Longer Game 

At the beginning of turn 8, 
either player rolls one die to 
determine whether the game 
lasts longer than the normal 8 
turns. A roll of 1, 2 or 3 extends 
the game by that number of turns 
(otherwise, there is no change). 
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U.S. forces: 


die roll = turn # 


1/3 Armor 142=1;3-8=2; 
9-10=3 

3/3 Armor 1-2=2; 3-8 =3: 
9-10=4 

1/1 Infantry 1-3=6;4-10=7 

EW (2) 1-2 19-35; 
9-10=3 

EW (3) 1-2=2-3-3= 8: 
9-10=4 

Artillery (2) 1-2=1;3-8=2; 
9-10=3 

Artillery (3) 1-2=2;3-8=3; 
9-10=4 

Artillery (6) 1-3=6;4-10=7 


West German forces: 


13/5 Panzer 


15/5 Panzer 


Soviet forces: 


6 Guards 1- 
27 Guards 1- 
9 Tank i 
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Drive on Frankfurt (CounterAttack magazine, #1) 


Tactical Air Strikes 

On turns 1,2,4,6, and 8 the 
Soviet player rolls one die. With 
an even result, he receives 1 air 
point. The NATO player rolls one 
die each turn. With an even 
result, the player does not halve 
the die roll result which 
determines the number of air 
point available. Odd results 
produce no change in the air 
point status. 


h. 

Off-map Artillery 

On turn 1, the Soviets can use 
three bombardments from 
artillery batteries located off- 
map. The bombardment values. 
are 9, 9 and 12 with die roll 
modifiers of + 1/+ 0, + 1/+0, and 
+2/+0 (Offensive/defensive) 
respectivly. Targets for off-map 
artillery fire must be within 
seven hexes of any Soviet entry 
hex. 


The NATO player can use his 
off-map artillery at any time, 
against Soviet units with in 
range of NATO entry hexes. 
Bombard-ment values (and 
ranges) are 6 (5), 6 (5), and 9 (7). 
Corresponding die roll modifiers 
are +2/+0, +1/+1 and +1/+0 
respectivly. 


Minefields 

The NATO player rolls the 
die twice, adds the numbers, and 
divides by two, rounding 
fractions up. The net total is the 
number of minefield hexes. All 
minefield hexes must be at least 
five hexes away from Soviet entry 
hexes or the East German border. 
City hexes cannot be designated 
minefields. There must be a gap 
of at least two hexes between 
minefield hexes. Any ground unit 
entering a minefield is attacked 
at 1-1 odds on the CRT, with no 
modifiers. After one attack, the 
minefield is depleted. 


Hidden Combat Factors 


Units which have been in 
combat receive hidden combat 
factor markers with variable 
strengths. The following strength 
combinations can be added to the 
counter mix, increasing the 
unpredictability of unit values. 


American counters (step 
level: armor/mechanized 
infantry) 

2: 10-7/5-3; 9-6/4-4; 8-5/4-3 
1: 5-4/3-2: 4-2/2-2. 3-3/2-2: 


West German counters 

2: 9-6/4-4; 7-6/3-3 

1: 5-4/3-2; 4-4/2-2; 3-4/2-3; 
3-2/2-2; 2-2/1-1 


Soviet counters 

3: 13-7/9-4; 12-9/8-4; 12-8/8-4; 
10-6/5-3; 9-5/4-3 

2: 10-6/8-4; 9-5/7-3; 8-5/6-3; 


7-4/5-3, 6-4/4-3; 5-3/3-3 
1: 7-5/4-4; 6-4/4-3; 5-4/3-3; 
4-3/3-2; 3-2/2-2; 2-2/1-1 


LE piane A Good Wargame Better, 


You Need BATTLEPLAN, 
The Grognard's Best Friend. 


BATTLEPLAN specializes in wargame variants and scenarios. 
Every bi-monthly issue features either a complete mini-wargame or 
a major wargame variant, complete with components! 


And watch for more solitiare and Play-by-Mail features coming 
soon! 


Quite simply, BATTLEPLAN is designed to be a wargame users magazine. 
BATTLEPLAN can be referred to for the errata, variants and scenarios which 
prolong the “life” of your favorite wargames. 


Most importantly, it is every wargamer’s opportunity to share his hobby by 
writing up his “home made” variants and scenarios for real pay. A wargamer can 
also “be discovered” by placing a listing in the BATTLEPLAN Classified Section. 


Did you ever want to design your own wargame? We want first time 
designers! BATTLEPLAN mini-wargame designs are always being solicited, and 
the writers’ and designers’ guidelines appear in each and every issue. 


BATTLEPLAN magazine is available in better hobby and game store everywhere. Subscriptions are $18.00 for six issues, or $4.00 for a sample copy. Payment must be in U.S. funds and drawn 
on a U.S. bank. Make all payments to 3W, Inc., P.O. Box F, Cambira, California 93428, or call using Visa or Mastercard at (805) 927-5439 during business hours in the Pacific Time Zone. 


Axis & Allies 
1941 
Scenario 


By Armando Simon 


Of the countless wars that 
have occurred throughout the 
centuries, World War II seems to 
hold the most fascination for 
historians, wargamers, and the 
general public. This is due to the 
scope of the war, the tactics in- 
volved, the strange politics, the 
bizarre personalities on both 
sides, as well as the detailed 
minutiae that we have on it. 

Proof of the fascination of 
WWII is the overabundance of 
wargames involving individual 
battles, specific fronts, or the war 
as a whole. 

One of these is Axis & Allies. 
It has proven to be a very popular 
games on the subject. Part of its 
popularity is that, unlike other 
WWII games (Third Reich, 
World in Flames, etc.), it doesn’t 
take days or even weeks to finish 
the game. iù 

The game begins in 1942. 
Everyone is at war. 

Here we would like to offer a 
1941 version of Axis & Allies. As 
you'll see, it was a radically dif- 
ferent world from 1942. Germany 
was only at war with England 
and Japan was only at war with 
China. One advantage to the 


present ‘1942’ version is that 
some of the political realities of 
the time are already taken into 
account. In line with these, 
additional tech-nology rolls are 
offered at the players’ option. 


Russia 
Additional : 
(1) transport in Karelia; 
(4) infantry & (1) fighter in 
Karelia. 
May attack only neutrals on 
the first turn. 


Germany 
Additional: 
(2) infantry in Germany 
(1) infantry, (1) armor in W. 
Europe 
(1) submarine in W. Indies 
(1) battleship in Baltic Sea 
(2) infantry, (2) armor in E. 
Europe 
Ukraine is Russian; its 
German forces are transferred to 
Eastern Europe. 


England 
Additional: 
(1) fighter in Australia 
(1) infantry in New Zealand 
(1) battleship in UK (use 
chip) 
(1) transport off Angola/S. 
Africa 
(1) infantry in UK 
(1) transport in E. Canada 
(1) infantry in Singapore 
(planes may land there) 
(1) battleship in E. Indies 
(may not move farther 
than two sea areas from 
E. Indies) 
Remove: 
(1) fighter, (1) armor from UK 
Solomon islands are British. 
Persia is not British, it is an 
independent, neutral country. 
England does not attack 
Japan on turns 1,2, or 3 unless (a) 
she is attacked first by Japan (b) 
Japan attacks USA or USSR. In 
the latter instance, England 
would have to pay 3 NPs; 
England must declare war if (b) 
occurs. 
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United States 
Additional: 
(1) fighter in Hawaii 
(1) infantry, (1) fighter, (1) 
bomber, (1) AA in 
Philippines 

(2) infantry in China 

(1) battleship placed 

according to the table below: 

(unless attacked first) 

1- Philippines 2- Panama 
3- Wake 4- W.U.S. 
5- Hawaii 6- Alaska 

Wake and the Philippines are 
United States controlled. 

For the first two turns, the 
US may not attack any country 
unless attacked. On the third 
turn it becomes an Ally. If it has 
not been attacked by then, it 
must pay 3 NPs to declare war on 
Japan and 3NPs to declare war 
on Germany. 

On any turn, the US may ship 
tanks, ships, or planes to Allies as 
Lend-Lease which then belongs 
to that country (convert it to one 
of that country’s pieces) 
immediately upon touching its 
soil. Russian and British 
transports may travel to USA to 
transport war material. 

If not at war, USA may not 
build a factory in Sinkiang or 
China. Land Forces in Sinkiang- 
China move and fight whether or 
not the US is at war. While not at 
war, the US National Production 
is reduced by 2/3 (wartime 
production has not yet started); 
fractions are rounded up. 

The US may sink German 
submarines on any turn if they 
are located on the W. Atlantic 
bordering land. Submarines may 
not return fire without war 
occurring. Lend-Lease planes 
flying over Axis AA may be fired 
upon without war occurring. 

Transports of all neutral 
nationalities may enter/cross a 
sea area occupied by another 
neutral nationality, even with 
warships of either side present. 

British and American forces 
in Sinkiang-China may be 
attacked without war resulting 
between them and Japan. 
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Japan 
Additional: 
(1) armor, (1) infantry in 
Manchuria 
(1) transport, (4) infantry in . 
Japan | 
(1) transport, (1) armor in 
Burma 

(2) infantry in Kwangtung 

(1) transport, (1) carrier with 

fighter in Okinawa 

Remove: All forces, including 
the sea areas, from Solomon, 
Phillippine$, E. Indies, Borneo, 
and New Guinea. 

Special China Rules: (a) 
Chinese forces of China-Sinkiang 
may only attack Manchuria, 
Kwangtung, China, or Sinkiang; 
(b) Only one of the provinces of 
China-Sinkiang may be attacked 
per turn; (c) all Chinese forces 
lost in a turn will reappear 
automatically at the end of the 
turn in either China or Sinkiang, 
whether destroyed in defense or 
attack. This does not apply to any 
further forces that China may get 
through Lend-Lease. 


Notes 


The only countries at war are 
UK and Germany, and Japan and 
China. Thus, 3 NP’s must be paid 
by any country attacking any 
other country. All 1941 NP’s are 
adjusted accordingly. 

It is suggested that a factory 
built outside of the original 
factory sites (Karelia, Moscow, 
Japan, Germany, W & E USA, 
England, and S. Europe) can 
produce no more than 1/2 of the 
money invested on that turn. A 
factory can only be built in areas 
a player initially controls. 

' Special Neutrals Rules: there 
are two sets of Special Neutrals, 
Vichy France (Algeria, F. 


Equatorial Africa, F.W. Africa, F. 


Madagascar) is one, and Holland 
(Borneo, N. Guinea, E. Indies) is 
the other. To initiate hostilities 
against either set costs only 3 
NP’s. Any territory of that set 
which is then not immediately 
occupied goes over to the nearest 
opposing country. Example: 
England invades Algeria and 


Madagascar after paying 3 NPs, 
but has no forces with which to 
occupy F. Equatorial Africa and 
F. W. Africa so they go over to the 
nearest opposing player 
(Germany, not Japan). 


Optional Technology 
Rolls 

Use a 12-sided die. If a 12- 
sided die is not available, roll 
first one six-sided die to 
determine ‘high’ or ‘low’, then a 
second six-sided die to determine 
the specific technology. 


(1) Improved Tank Armor. 
Tanks defend at a 3. 


(2) Improved Infantry 
Weapons. Infantry’s attack 
increases to a roll of 2. 


(3) Atomic Bomb. Must be 
delivered by a bomber, as if an 
industrial raid. Eliminates one 
factory in one area. A factory may 
always be rebuilt in the same 
area, even if there is no other 
factory from which to build it. 


(4) Paratroopers. A bomber 
may carry one infantry and drop 
him off in any territory subject to 
regular attack rules. Both 
bomber and infantry must begin 
in the same area. 


(5) Cryptography. Can be 
used only on one battle per op- 
ponent per turn. When attacked, 
after opponent has moved forces 
in, defending player may send in 
additional defending units to that 
area, or remove (i.e., “retreat”) 
any or all units from that area. 


(6) Improved AA Sighting. 
AA roll increases to two. 


(7) Jet Power. 

(8) Rockets. 

(9) Super-Submarines 

(10) Long-Range Aircraft 
(11) Industrial Technology 
(12) Heavy Bombers. 


The Russian “Wild Card” 

A little-known fact is that the 
Axis and the Soviet Union had 
friendship pacts. Had Germany 
not invaded Russia in June 1941, 
it is not altogether inconceivable 
that the alliance could have 
gotten stronger due to political 
necessity. Japan, likewise, hada 
treaty with the Soviet Union, 
which was kept until the last 
month of the war. The fact that 
Bolshevik Russia ultimately 
became allied with capitalist 
America and colonial England 
would have seemed an absurd 
fantasy in 1940. 


First Situation. The 1941 
rules apply. Germany, Japan, 
and Russia form the Axis while 
England and the US are the 
Allies. By the third turn, all three 
countries must declare war on the 
USA and UK. 


Second Situation. The 1941 
rules also apply. This situation 
underlines the fact that 
friendship and alliance treaties 
were violated right and left by 
almost all participants of WWII 
and all were seen with distrust 
(sometimes with very good 
reason). Any country may 
ally/attack with any other 
country, with the exception that 
the US may not initiate 
hostilities against anyone prior to 
turn three. For example, England 
may attack the US (a seldom 
mentioned fact is that in 1940, 
England deliberately attacked its 
ally France, blasting its navy and 
causing many casualties, invaded 
French colonies, and pushed 
Vichy France to collaborate with 
Germany). 


Nuclear 
RISK! 


By Greg Costikyan 


I. Nuclear Risk is a variant to 
be played with Parker Brothers 
Risk! and Flying Buffalo’s 
Nuclear War card game. 


II. Deal out the Risk cards to 
determine where the players will 
place their initial armies. 


III. Separate the 
Propaganda, Top Secret, and 
Secret cards from the Nuclear 
War deck. These cards will not be 
used. (Neither will the population 
cards). Shuffle the remaining 
cards (warheads, delivery 
systems, and anti-missiles) into 
the Risk deck. 


IV. When a player draws 
cards at the end of his turn for 
having conquered a province, he 
draws two cards instead of one. 


V.A player may never have 
more than six cards in his hand at 
any time. If drawing cards at the 
end of his turn results in 
possession of more than six cards, 
the drawing player must 
immediately a) launch a delivery 
system, b) play three Risk cards 
and collect the armies as a result, 
or c) discard cards to reduce his 
total to six. 
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VI. At any time (during his 
own turn or another’s), a player 
who possesses a delivery system 
card and a warhead card that 
may be carried by that delivery 
system may launch the delivery 
system. He does so simply by 
turning the cards over, and 
indicating one province on the 
board as the target of the attack. 
The spinner is immediately used, 
and casualties calculated 
normally. “Millions of people” 
translates into armies, i.e., if 5 
million people would be killed in 
Nuclear War, five armies in the 
target province are instead 
eliminated. 


VII. Asa result of a nuclear 
attack, a province may be left 
without any armies. In this case, 
the player whose turn it is may 
move one or more armies into the 
province from any adjacent 
province which he possesses 
which contains more than one 
army. If he does not do so by the 
end of his turn, the province 
remains empty until some player 
can move one or more armies into 
the province. Capturing a 
province in this manner is not 


considered conquering a province 


for card-drawing purposes, i.e., 
occupying a recently nuked 
province does not permit the 
occupying player to draw cards. 


VIII. Ifa player uses the B-70 
delivery system, and does not 
launch it with a 50 megaton 
warhead, he keeps the B-70 card 
face-up in front of him, along 
with any warheads which the B- 
70 has dropped. At any time in 
the game, the player may use the 
B-70 to launch additional 
warheads by displaying the 
warhead card and using the 
spinner. Warheads may be 
dropped in provinces which are 
very far apart, i.e., the B-70 does 
not have to fly through 
contiguous provinces. During the 
player’s turn, the B-70 must be 
used to drop one or more 
warheads; if the player is unable 
or unwilling to produce warhead 


cards for the B-70, it is discarded 
along with the warhead cards it 
had already dropped. When total 
megatonnage of all warheads 
dropped by a B-70 equals 50 
megatons, the B-70 and warhead 
cards are discarded. A face-up B- 
70 card and warhead cards it has 
dropped are not considered part of 
a player’s “hand,” and do not 
count against the six-card limit. 


IX. Ifa nuclear attack is 
launched against a province 
occupied by the armies of a player 
who possesses an antimissile card 
which is capable of knocking 
down the delivery system 
delivering the nuclear attack, the 
player may play the antimissile 
card. In this case, both the 
antimissile card and the delivery 
system card, along with the 
warhead card, are discarded and 
the nuclear attack is considered 
to have failed, i.e., no armies are 
eliminated. The player with the 
antimissile card must announce 
that he is using the antimissile 
card before the spinner is spun. 


X. Ifa 100 megaton warhead 
detonates a nuclear stockpile, the 
world is considered destroyed and 
all players lose. 


XI. When a player is 
eliminated from the game, his 
Risk cards are given to the 
player who eliminated him, but 
his Nuclear War cards are not. 
If the eliminated player has any 
warhead-delivery system pairs 
which can be used to make a 
viable nuclear attack, he may use 
them to deliver nuclear attacks in 
a “final strike.” Any remaining 
Nuclear War cards are 
discarded. 


XII. All other rules are as 
per the Risk rules. 
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@ The 1989 National Strategy & Adventure Game Convention and Exposition! 
® ASTRATEGICON Quality Game Convention! 

e Even bigger and better than the much acclaimed L.A. Origins ‘86! 

® Dozens of Historical Board Wargaming Tournaments in the best Origins 


Traditions! A Origins managed by real “grognards!” 

Scores of Role-Playing Game Events that will leave you breathless! 

Special emphasis and dedication to Miniatures Gaming! | 

A staggering array of Computer Gaming Tournaments and Demonstrations co- 
sponsored by some of the largest names in the Computer Game Industry! 
Traditional Family Games a speciality! Something to play for everyone!! 

See all the Major Manufacturers in the Exhibitor Area! 

Shop for all of the newest “Origins” game releases! 

Meet many of your favorite gaming celebrities! 

Enjoy Demonstrations of many new game releases! 

Special GAMA Panel Seminars include: Freelancing (or Even Starting Up Your 
Own Game Company); “So, You Want to Open A Game Store..."; Editors and 
Publishers Assemble!; Industry News, Trends and Gossip; How to Design and 
Develop Board Wargames; How to Design and Develop Role-Playing Games. 
Attend the many Auctions, divided into themes for your convenience! 
Announcing the return of the Origins Flea Market where you can attend as 
buyer or seller the greatest “Gamer's Garage Sale” ever assembled! 

No Tournament or Event Fees! You pay only the One Low Admission Price! 
Open Gaming and Registration begin a day early on Wednesday, June 28th, 
1988 at no charge! Arrive early, get settled in, and playsome games before the 
show officially opens on Thursday, June 29th!! 

Everything "under one roof” at the L.A. Airport Hilton Hotel (213) 410-4000. 
Make new friends and fond memories at Origins ‘89 that will last a lifetime! 
Spend a few extra, fun filled days enjoying the sites of Southern California! 


L.A. Origins ‘89 is sponsored by GAMA, The Game Manufacturers’ Association and run by 
STRATEGICON, a division of 3W, Inc. For more information, call (213) 420-3675. 


EMPIRES 
IN ARMS 
Strategies in 
Spain 


by 
Keith Martens 


The following is an article 
which originally appeared in The 
Canadian Wargamers’ Journal, 
Issue #7. It is repro-duced with 
their kind permission. For more 
information on The Canadian 
Wargamer’s Journal, please see 
their ad in this issue. 


The Napoleonic Wars were 
fought on a continental scale. 
Each area of conflict took on a 
completely different character. 
Russia, with its vast expanse and 
frigid winters; Austria with a 
dense population and wide river 
crossings; and the home ground of 
France. But Spain and Portugal, 
the Peninsula, was the most 
unique campaign for many 
reasons. 

The terrain was very rugged 
with a poor road system. The 
main avenues of advance were 
protected by large fortresses; 
especially on the Portuguese and 
French borders. The countryside 
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was poor and sparsely populated 
making foraging difficult.. 

The Peninsular War featured 
unusual troops (besides the two 
best armies of the day; the French 
and British). The Spanish army 
swayed wildly from courageous to 
dismal. The Portuguese army 
was terrible at the beginning but 
improved greatly after intensive 
British training. The Spanish 
guerillas brought about a 
fundamental change to warfare 
that Napoleon never did fully 
appreciate. 

In the context of wargaming, 
this campaign has been difficult 
to simulate and its part in the 
overall context of the Napoleonic 
Wars is usually shoehorned into a 
typical Central European setting. 

Empires in Arms is the best 
simulation of strategic 
Napoleonic warfare available. It 
allows the player all the major 
decisions of a ruler of a country 
including diplo-macy, grand 
strategy, economics, corp creation 
and composition, leaders, tactics, 
supply, special units, and more 
than mere lip service to naval 
operations. As far as the 
Peninsular War goes, the game 
does a good job of integrating this 
campaign with a minimum of 
“chrome” rules to give it the right 
feel. One senses the difference 
when attacking Spain. It is not a 
Prussian campaign against units 
with yellow uniforms. 

What follows is some strategy 
notes on fighting in the Penin- 
sula during a game of Empires 
in Arms. 


STRATEGY 
NOTES 


Obviously, the Peninsula is 
just part of the whole game 
(unless you are playing the 
Peninsular War scenario) and, as 
such, can not be completely iso- 
lated. I will assume that a major 
power has designs on the area 
(realistically only France or 
Britain could mount a real threat 
to Spain) and invades it. 


DIPLOMACY AND 
GRAND TACTICS 


SPAIN: 

In most campaigns, Spain is 
an Uncontrolled Major Power 
unless there are seven players. 
This is not too surprising since it 
has a weak army and a poor 
economy, which does not make 
playing Spain a gamers’ first 
choice. 

However, for gamers who 
want a challenge and think they 
are a master diplomat, Spain can 
be rewarding (you might even 
win!). Spain needs a strong ally 
as a deterrent and in the early 
campaigns has one crucial thing 
to offer, their fleet. 

A French/Spanish alliance 
matches 106 ships to Britain’s 
100 in 1805. This is France’s best 
chance to subdue the British 
fleet. The Spanish shouid seek 
sub-stantial concessions early in 
the game from the highest bidder, 
but be prepared to suffer the 
wrath of the spurned. 


FRANCE: 

‘Why would France attack 
Spain? Historically, Napoleon 
tricked the king of Spain into a 
dungeon in Bayonne and basic- 
ally walked in. Unfortunately, 
the Spanish did not take this like 
Brussels businessmen and the 
word ‘guerilla’ was coined. 

I can think of three reasons 
why France (or anyone, for that 
matter) would attack Spain: 

1. The Spanish are winning 
the game. 

2. You feel you can defeat the 
Spanish quickly and gaina 
freehold in Spain. 

3. You want to lure an enemy 
into helping Spain and standing 
and fighting (most useful for the 
French to lure the English into 
battle). 

Number one is a valid reason 
and must be done. However, 
reasons two and three are fraught 
with peril as discussed in the 
upcoming cam-paign notes. 
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BRITAIN: 

Britain will probably not 
invade Spain, even if it is allied 
with France. Britain will have a 
torrid battle for naval superior- 
ity. When Britain is allied with- 
Spain, and the French invade, it 
is a catalyst for unity in the east 
and Britain should do everything 
in its power to keep Spain in the 
game. A lot of games will see 
France either ally with Spain or 
leave them alone completely. 
Spain, in this case, could wina 
few gamess 


CAMPAIGN NOTES 


If you invade Spain you may 
find the following information 
useful. 

First of all, only attack when 
the great bulk of your army is 
free and, if France, your eastern 
borders are secure. Secondly, 
bring a lot of militia, and be pre- 
pared to lose a lot of men through 
foraging. Spain will not give up 
until you make them hurt... bad! 
If you capture Madrid and three 
or four provinces, Spain will just 
beg money of their allies and 
starve you out. The major ally 
will then simply pick at your 
bones. 


porto 


HURTING THE 
SPANISH 


There are two ways to hurt 
the Spanish: 

1. Civil Disorder - If you ser- 
iousely threaten all his unceded 
provinces he will be forced to sue 
for peace. This takes a large force 
and is difficult with an 
interfering major power. 

2. Instability or Fiasco Poli- 
tical Status - If Spain has gained 
substantial holdings outside his 
home provinces, he is open to 
threats. Spain knows he will lose 
political points and probably sink 
into the instability Zone. He 
would then start to lose his 
foreign possessions. Early in your 
invasion, before Spain is hurt, 
offer an informal peace for what 
you want. The threat of what he 
might lose should bring him to 
the peace table. 


FRANCE: 

The minimum attack force 
needed by the French is 12 Corp, 
120 infantry (1/2 can be militia), 
10 cavalry, and artillery, plus the 
‘Guard’ if the British are to be 
contended with. All this to 
conquer lowly Spain? Yes, you 
need to threaten everywhere in 
strength. As for leaders, Davout 
and Soult are probably adequate, 


" MADRID 


with the emperor’s help needed 
for the British. Remember to use 
the biggest Corps possible since 
supply is a major concern. 


SPAIN: 

Spain should fall back with 
their Corps and let their guerillas 
do the job. All fortresses should 
be garrisoned and held fiercly. 
One province (usually 
Estamadura) should be held in 
force to avoid Civil Disorder. 

Avoid battle where possible 
and pick off the invaders’ 
garrisons. Use your guerillas to 
cut supply and occupy empty for- 
tresses. The poor Spanish leaders, 
and small, low morale Corp make 
stand-up battles suicide. 
however, a patient, vulture-like 
approach can re-enact the 
“Spanish ulcer” which caused 
Napoleon so much pain. 


BRITAIN: 

Facing Spain, Britain can 
gain Portugal, but does not have 
the mass of troops needed to 
subdue Spain. Although they can 
secure threeprovincial capital on 
the coast and reek havoc on the 
Spanish. If France is deeply com- 
mitted in the east, a push on 
Spain can be contemplated but 
the guerillas will cause problems 
for a small British army. 


Empires in Arms 
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Major power capital city 


Andalusia 4/3 (4) 


Minor country, with tax, manpower values 


Cartagena Minor country or provincial capital 


4 Gibraltar 
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Aircraft for 
AIR WAR 


By James E. Meldrum 


TSR’s Air War has the 
distinction of being not only the 
most complex, but also the most 
comprehensive contemporary air 
combat games on the market. In 
spite of this, there are yet 
additional aircraft types that can 
be added to the already extensive 
repertoire found in Air War. 

The aircraft presented in this 
article make great use of perfor- 
mance charts and tables already 
found in Air War. Use the desig- 
nated charts from one or more dif- 
ferent aircraft types to simulate 
the aircraft in this article. Unless 
otherwise mentioned, all Air 
War game rules are in effect at 
all times, and are used for 
resolving any rules disputes 
which might arise. Since much of 
the hard in-formation 
(particularly on Soviet aircraft) is 
unavailable, so some of the 
information provided in this 
‘article is speculative. 

Counters for the variant 
aircraft presented in this article 
may be simulated by using ex- 
isting Air War counters or play- 
ers may desire to make their own. 
If players make their own variant 
counters, razor-point felt-tipped 
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pens work best on blank counters. 
Aircraft silhouettes may be found 
in books on military aircraft or in 
aircraft recognition manuals. 


Mitsubishi F1 

This aircraft is one of the first 
indigenously designed Japanese 
combat aircraft to enter service 
with Japan’s air force since World 
War II. Simulate this fighter by 
using a Sepecat Jaguar and all 
associated tables. On board arm- 
ament is a type A cannon with 4 
shots. Subtract one from all 
Jaguar acceleration tables but do 
not allow any value to fall below 
one. This aircraft also carries the 
same bomb load as the Jaguar. 


Mirage G 

The Mirage G was a two seat 
Swing wing fighter-bomber de- 
signed to fill the same 
operational niche as the USAF’s 
F111, and was designed from the 
Mirage F1. This particular 
aircraft, however, never entered 
service with the French air force. 
For game purposes, a Mirage G is 
a two seat Mirage F1, simulated 
using a Mirage F1 Counter. Use 
all Mirage FI tables, except for 
the turn table, and all Mirage F1 
electronics and bomb loads. Use 
the turn table from the Mig23 for 
the Mirage G. 


AV8-B/Harrier Mk.5 

All this aircraft really repre- 
sents is a supersonic AV8 Harrier 
with increased maneuverability. 
Add one to all acceleration tables 
and subtract one from all turn 
modes; see rule 28.1. Increase all 
bomb loads for the Harrier by 
half. Use the Harrier counter in 
Air War to simulate the AV8B. 
This model of Harrier will enter 
service in 1989. 


B36 

The B36 was the first really 
long range heavy bomber used by 
the USAF, which first entering 
service in 1947 (being retired in 
1959). The B36 was unique not 
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only because of its large size, but 
also because it used a mix of 
conventional (propeller driven) 
engines and jet engines for pro- 
pulsion. The B36 has a crew size 
of 10; Size = 10; ceiling = 200. 
Accel-eration values= 1; 
maximum throttle setting and 
movement allowance= 4. The 
B36 is armed with a type I 
cannon which has 20 shots and 
may shoot in any di-rection. 
Naturally, the B36 is armed with 
nuclear bombs and has a 
conventional bomb load equal to 
that of the F111. Use the B52 
bomb load multiples and F106 
electronics with this aircraft. 

Use all the other B52 charts 
and tables when simulating the 
B36, and add one to all turn 
modes. 


B58 


A jet powered follow-up to the 
first US strategic bombers was 
the B58, which had the 
distinction of being the first 
supersonic US bomber. The B58 
entered service in 1958 and was 
replaced by the FB111 in 1969. 
When using this aircraft in the 
game, use an F111 counter to 
represent it, together with all 
F111 charts and tables (except 
those used for climb and roll. Use 
the B52 climb and roll tables for 
these parameters). Aircraft 
size = 8; crew size = 3; damage 
capacity = 30; decel-eration = 20. 
The B58 is armed with one 
rearward firing type A cannon 
with 12 shots and may carry 
nuclear weapons. Use B52 
electronics. | 


TU 22 Blinder 

The TU22 Blinder was the 
Soviet Union’s answer to the B58. 
Libya and Iraq also use the TU22. 
This aircraft uses all Backfire 
charts and tables. Use all 
Backfire electronics and add one 
to all turn mode and acceleration 
tables. Decrease the Backfire’s 
bomb load by one third. Damage 
capacity is 20 and ceiling is 200. 
Crew size is three. 
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SU 27 Flanker 


Within the last few years, 
more information has become 
available on the Soviet Union’s 
newest interceptor, the SU27 
Flanker. This aircraft may be 
simulated by using all F15 charts 
and tables with the following 
modifications: Use Mig25/Foxbat 
E electronics. Subtract one from 
all climb table and acceleration 
values. Use the Mig23 turn mode 
table. This aircraft may be armed 
with both RM and HS missiles, of 
which six may be carried in any 
combination. One type M gun 
with three shots is carried. 


F85 Goblin 

The F85 Goblin was one of 
several unique US fighter 
designs produced in the 1950’s 
that never entered service. What 
made the F85 unique was that it 
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was a “parasite” fighter. As such, 
it was intended to be carried by ` 
bombers like the B36 and 
launched from the bomber in 
flight when enemy fighters 
approached. The F85 would drive 
away the enemy air-craft and 
later be recovered by the B36 
while in flight. 

In game terms, the F85 uses 
all F86 charts and tables. One is 
added to all acceleration and 
climb values; subtract one from 
the turn mode. Size = 3; damage 
capacity = 4; deceleration= 6. 
Armament consists only of guns 
and only one aircraft may be 
carried by each bomber. The B36 
player may conceal the fact that 
his aircraft is carrying an F85. 

The F85 Goblin is launched 
while the B36 carrying it is flying 
straight and level at an altitude 
of at least 10, and must not be in 
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gun range of any enemy aircraft. 
When launched, the F85 appears 
in the same hex as the B36 at the 
next lowest altitude level, flying 
at a speed of one hex per turn 
faster than the B36 which 
launched it. 

When recovering the F85, the 
B36 must be flying at the same 
altitude and speed as given 
above. The F85 must enter the 
same hex as the B36 from dead 
behind and at one altitude level 
lower than the carrier aircraft. 
Both aircraft must fly straight 
and level for five consecutive 
game turns at which time 
recovery is considered to be 
completed. The B36 may man- 
euver as the owning player 
desires as soon as the F85 is 
completely recovered. 


Fortress America (Milton Bradley) 


Quick & 

Dirty — 
FORTRESS 
AMERICA 

Variants 


By George Sauer III 


The American player has a 
very tough time of it in Milton 
Bradley’s Fortress America. 
The following suggestions give a 
little help to the “good guys:” 


1) Use the Miller Option 
presented in Battleplan #4, 
however, bombers should not 
count in the total of five units 
allowed to attack an area. 


2) American bombers can fly 
interception versus Invader 


bombers after Invader Movement 
but before Invader Combat. 
American bombers get first shot 
as they are the “defenders.” The 
American bombers then return to 
the base they flew from after the 
interception attempt. 


3) Allow the Americans to 
secretly record the position of two 
partisans in each of the regions 
before the start of the game. 
These partisans must be together 
and can emerge during any 
American Combat phase even in 
enemy occupied territories. If 
they emerge in a occupied 
territory they must defeat those 
same enemies (with help if 
available) or be eliminated. 


4) During the Reinforcement 
phase allow the American to turn 
down one card, replace it in the 
deck and draw another. Only one 
card per turn can be returned to 
the deck. This will allow some 
chance for the American to 
control his (her) replacements. 


5) For both sides, allow the 
helicopters to transport one 
infantry unit with it if they both 
do not attack this turn. The move 
must occur in the first movement 
phase and the helicopter and 
infantry forfeit its second 
movement capabilities. They 
must begin and end the turn 
together. 


6) Time limit - The Invaders 
have only 10 turns to win. 


7) Three times during the 
game, once versus each Invader 
the American player can use his 
Electronic Warfare, Star Wars, 
and other such goodies to make 
that Invader skip his turn. This 
attack is conducted during the 
laser combat segment. Roll a d10, 
add one to the result for every 
working laser tower used in this 
attack, if the result is 5 or more 
and the Invader can do nothing, 
his communications, and 
transportation systems are 
disrupted. 


Red, White 
& BLUE 
MAX 


By James E. Meldrum 


Blue Max, by GDW, is 
perhaps one of the best air 
combat games around since it is 
simple, playable, loaded with 
action, and challenging. Blue 
Max simulates World War One 
aerial combat with British, 
French, and German fighter 
aircraft during the last two years 
of the Great War. If the war had 
lasted into 1919 or ifthe US 
aviation industry was more 
advanced, US designed and 
manufactured aircraft could have 
participated in the aerial combat 
over Europe. 


There were several aircraft 
that were designed and 
manufactured in the United 
States that could have seen 
action in World War One. All of 
these aircraft owed their 
existence to the A merican desire 

to contribute first line aircraft 
designs to the war effort. 
Historically, US pilots flew both 
_ French and British aircraft 
instead, although a number of 
airplanes (like the British 
DeHavilland DH4) were 
manufactured in the United 
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States and were equipped with 
US built engines. 


The first airplane that could 
have fought in the skies over 
Europe was the Thomas Morse 
S4C. This was a fighter similar to 
the French Nieuport 17. The 
reason why the S4C never 
entered service with the US 
Army Air Service is that US 
aircraft manufacturers were not 
able to solve engine reliability 
and handling problems before the 
end of the war. 


Instead, the S4C was used as 
an advanced trainer and was 
considered to be an excellent 
aircraft for aeroacrobatic 
training since it was very 
maneuverable. As manufactured, 
the S4C was armed with a single 
machine gun, although a Lewis 
gun could probably be added as a 
field modification by mounting it 
on the upper wing. 


The second aircraft that had a 
chance to enter service during the 
Great War was the Loening M8. 
This was a unique, technological- 
ly advanced (for its time) aircraft 
that incorporated several 
advanced features later used in 
many commercial aircraft 
(including the Ryan MYP, better 
known as Lindbergh’s Spirit of 
St. Louis). Perhaps the most 
noteworthy feature of the M8 is 
that it was a high winged 
monoplane. 


The M8 was intended to be a 
substitute/replacement for the 
British Bristol Fighter. As such, 
the Loening M8 out performed 
the Bristol fighter in flight tests. 
The war ended, however, before 
the M8 could enter service. 
Armament was the same as the 
British fighter. 


The last aircraft in this 
article came the closest to seeing 
actual combat in Europe. This 
was Packard Lusac 11. Like the 
Loening M8, the Lusac 11 was 
also intended tc be a substitute/ 


replacement for the Bristol 
fighter. The Lusac 11 was a 
conventional biplane design 
which, again, outperformed the 
British aircraft during flight 
tests. 


The first prototypes of the 
Lusac 11 reached Europe for final 
tests in late 1918. The service 
trials revealed over heating and 
fuel feed problems that would 
have to be corrected before these 
aircraft would be accepted for 
service. Before these problems 
could be corrected, however, the 
war in Europe ended. Armament 
was basically the same as the 
Bristol fighter. 


The variant aircraft 
presented in this article use the 
same charts and tables as the 
aircraft regularly used in Blue 
Max. Unless otherwise noted, all 
rules for Blue Max are in effect 
at all times. Players can simulate 
the US aircraft presented here by 
photocopying the facsimile 
aircraft counters provided and 
mounting them on pieces of 
cardboard the same size as the 
regular counters. 


Aircraft 
Characteristics: 


All aircraft are considered to 
be available in 1919 (actually 
1918 for game purposes). 


Notes: 

The D4 was used by both the 
US and Britain. If a DH4 catches 
fire, it may only be extinguished 
on a die roll of 6. Ifa side slip is 
used while the airplane is on fire, 
the fire is extinguished on a die 
roll of 5 or 6. 


Ifan S4C catches fire, the fire 
may be extinguished on a die roll 
of 6, but if a side slip is used, then 
the fire may be extinguished 
normally. Players may, as an 
option, add a wing mounted 
Lewis gun to the S4C. 
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Aircraft Maneuver 
Charts: 

When using the S4C, use the 
maneuver chart for the Nieuport 
17 but also allow the S4C to use 
maneuvers 221/r3, 211/r3, 201/r3, 
1883, 19s3, and 4s3 from the Spad 
13 chart. 


{swt \ 
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Both the Loening M8 and the 
Packard Lusac 11 use the British 
Bristol fighter maneuver chart 
with modifications. Both of these 
aircraft may do maneuvers 
201/r3, 1853, 19s3, and 4s3 using 
the Spad 13 chart. In addition, 
the Loening M8 may do 
maneuvers 221/r3 and 211/r3 
from the Spad 13 chart. 


The DH4 uses the Bristol 
fighter chart. Any time a DH4 is 
on fire, the owning player must 
roll one die at the end of each 
game turn. If the number rolled is 
6, the fuel explodes, destroying 
the airplane immediately. If the 
not, then the owning player may 
attempt to extinguish the fire on 
the next turn. If the fire remains 
at the end of the following turn, 
the owning player must roll for 
an explosion again. 


Aircraft Characteristics Chart 


Stability 


Thomas Morse S4C B 
Loening M8 


B 
Packard Lusac 11 A 
DeHavilland DH4 A 


i Yamamoto’s 
Plan for 
Midway 


A CV Variant 


by James E. Meldrum 


Yaquinto’s old (1980) CV 
game simulates the climactic 
Battle of Midway in greater 
detail than any other carrier war- 
fare game on the market. Several 
intriguing variants are included 
with CV, but there is another 
that may be added as well. The 
variant that I wish to present in 
this article is the Battle of Mid- 
way as the Japanese expected it to 
develop. In this variant, the US 
Navy rushes north to the Aleu- 


Engine Wings 
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30 
CV (Yaquinto) 


18 
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tians, giving the Japanese time to 
attack Midway without having to 
worry about interference from 
hostile naval forces. 

Unless otherwise mentioned, 
all rules from CV are in effect. If 
the variant material presented in 
this article conflicts with the 
game rules, the spirit of this 
variant along with the regular 
rules should be used to resolve 
any rules disputes. 


Short Scenario 


Variant 

In this variant, the short 
scenario is set up as indicated 
except that no US ships begin on 
the map. Add to the US air units 
on Midway 8 Wildcat, 15 
Dauntless, and 4 Avenger, (use 
sea based aircraft if necessary). 
Also add two extra Fortress units. 
All other land based Fortress and 
Liberator units are available in 
Hawaii as initial forces. All US 
naval forces (IA and IB) enter 
play on the 0900 turn on June 4, 


Fuselage Tail 


Armament 
4 1F 


6 2F, loL 
6 2F, loL 
4 1F, loL 


anywhere on the north map edge 
of map B. 


Battle of Midway 


Scenario Variant 
Set up all forces exactly as for 
the short scenario variant except 


| that US submarine and ground 


units begin play on the map. US 
naval forces enter play on the 
June 4, 2000 game turn any- 
where on the north map edge of 
map B. All Japanese forces are 
set as for the Battle of Midway 
scenario. 

Both of the variants in this 
article are intended to simulate 
what might have happened if the 
US had reacted as the Japanese 
anticipated. These variants may 
also be used in conjunction with 
some of the variants given with 
the original game except for the 
US and Japanese forces in XVI. 
C. 1b which took part in the 
historical operations in the 
Aleutians. 


Ortona 


The Western 
Stalingrad 


By Keith Martens 


Reprinted with the kind permisswn of the Canadian 
Wargamers Journal (see their ad this issue) 


The following article and scenario is 
an interesting neglected piece of history (in 
this case Canadian). The battle is brought 
into focus by a short historical article and 
provided is a scenario to a popular game, 
Up Front. The history is reviewed and 
brought into game terms, a combination 
we hope to bring you again. 


In December 1943, the 
Second Canadian Brigade, 1st 
Division was assigned to clear the 
Italian town of Ortona, defended 
by the elite German 1st Para- 
chute Division. What would 
follow was a week of the fiercest 
house to house fighting on the 
Western Front, the “Western 
Stalingrad”. 

The 1st Canadian Division 
was sent to England in 1939 
where they had a few excursions 
but little sustained fighting until 
the invasion of Sicily on July 10, 
1943. After the stiff fighting 
around Mt. Etna, the Canadians 
worked their way up the boot of 
Italy generally on the east coast. 
The Germans had thrown up the 
Bernard Line south of Rome 
using the rocky interior and 


rivers on the coast to good 
advantage. 

The Allied strategic plan was 
to tie up as many Germans as 
possible in Italy and pave the way 
for the coming summer invasions 
of France. Italy is a rugged 
country with many defensible 
lines and while a lightning 
breakthrough was not expected, 
forward motion was a great 
morale builder. The British and 
Americans on the west coast were 
making little progress held up by 
the Rapido River and the heights 
of Monte Cassino. 

On the east coast the Allies’ 
fortunes were better. The 
Bernard Line was breached by 
crossing the Sargro River in 
November and the Common- 
wealth troops (2nd New Zealand, 
8th Indian, 78th Inf, and the 1st 
Canadian) pushed forward until 
they met the next line of defense 
at the Moro River in early 
December. Here a fierce battle 
raged with the 8th Indian Divi- 
sion outflanking the Germans 
inland and the Canadians 
pushing up the coast. 

The Germans were expected 
to fall back on the next river line, 
but they had other plans. They 
meant to hold at Ortona. The 
elite unit, the 1st Parachute 
Division, was ordered to hold 
Ortona at all costs. 

Ortona is typical of many 
Italian towns. In Medieval times 
it was a thriving Venician city 
with a harbor protected by a 
fortress on a promenade. The 
narrow Streets and solid row 
houses formed a huge bunker. A 
gully to the northwest of the town 
kept the town from being locally 
outflanked. 

The 2nd Brigade consisted of 
The Loyal Edmonton Regiment, 
The Seaforth Highlanders of 
Canada, and The Princess 
Patricia’s Canadian Light 
Infantry. At dawn of December 
21st, the Edmontons and the 
Seaforths approached Ortona 
from the southwest and began 
fighting their way into the town. 
The outskirts of the town was 
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modern and had a more open 
layout. By nightfall the 
Edmontons had established 
themselves into the Piazza 
Vittoria and the Seaforths had 
cleared the Church of Santa 
Maria di Constantinopoli after a 
stubborn fight. 

The next morning as the 
Canadians pressed into the “old 
town” they found most of the 
streets heavily blockaded. The 
exception was the Corso Vittoria 
Emanuele. This main road was 
meant to channel the Canadians 
advance into the main square, 
the Piazza Municipal, which the 
Germans hoped would become a 
“killing ground”. 

The Canadians chose to clear 
the flanks first, using the 
Edmontons “A” company on the 
left and “D” company on the 
right. They began to clear the 
Germans “house to house” with 
armor support following. At the 
end of the day they were just 
short of the Piazza. 

The resistance in the old town 
was stubborn and vicious. The 
Germans would fortify a house by 
surrounding it with mined rubble 
and cover the approaches with 
fire lanes. When the bottom floor 
was taken the paratroopers 
would fight on in the upper 
stories. 

The Canadians tried to 
overcome these strong points by 
using anti-tank and assault gun 
fire as an instrument of demoli- 
tion. When this was not possible 
the Canadians used a new wrin- 
kle in house to house fighting 
known as “mouse-holing”. The 
Canadians unable to progress 
through the streets, used 
explosives or PIAT fire to breech 
the adjoining wall of enemy 
occupied buildings. Grenades 
were thrown in and a furious 
hand to hand battle would then 
ensue through the “mouse-hole” 
and up the stairs if the first floor 
had been taken. The Germans 
responded by placing “booby 
trap” mines in abandoned rooms. 
Only one side of the street needed 
to be taken since the defenders on 
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the other side could not allow 
themselves to be outflanked. 

On the 23rd the Edmontons 
continued towards the Via 
Tripoli. A troop of tanks were 
brought up the Corso Vittoria 
Emanuele to cover the square by 
the church of San Tammaso and 
thus the right flank. On the right 
the Corso Umberto I was secured. 
During this day, some of the 
weakened Edmontons (down to 
three companies of 60 men each) 

LS ° 
were gradually relieved by 
Seaforths. 

On Christmas Eve day, two 
lines of attack were attempted. 
The Seaforths on the left were to 
try and force their way up Via 
Tripoli and outflank the main 
defense. The Edmontons on the 
right would push along the Corso 
Umberto 1 to the Castle. 

Heavy resistance and 
sweeping fire lanes again made 
the streets unsafe and the 
Canadians reverted to the low 
but effective house to house 
methods. The Germans were 
slowly bled to death. 

Christmas Day was a cold 
and bleak time for the men of 
both sides since the fighting went 
on without respite. 

Finally on the 27th, as the 
relatively fresh Princess Pats 
were assigned to the front line, 
the Germans withdrew. There 
was a small follow up by the 3rd 
Canadian Brigade but the 
offensive was stalled for the 
moment. The main Allied effort 
shifted west to the Rapido and 
Monet Cassino where no progress 
would be made until May when 
the 2nd Brigade would again see 
heavy action. 

Besides the Valiant effort on 
both sides and the interesting 
tactics, one might ask: why did 
the Germans suddenly decide to 
abandon their fighting 
withdrawal and hold at Ortona? 
As with many German decisions 
late in the war, the answer may 
lie in politics. The German 
commander for Italy, Kesselring, 
blames it on the western press. 
He states that on December 8th 
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Ortona was merely the Adriatic 
end of a “makeshift German 
defense” but by the 14th the press 
called it a “strategie road 
Junction”. On December 16th the 
press claimed that captured 
German documents ordered the 
town held at all costs. Kesselring 
stated “it is clear we do not want 
to hold Ortona decisively ... but 
the English have made it appear 
as important as Rome”. Not 
surprisingly, the Allies had a 
long talk with the press since 
they did not want a reoccurrence 
at Rome. 


UP FRONT Scenario 


When designing a scenario, 
two things are paramount to me: 
the scenario should reflect what 
happened in the historical event 
by giving the pamer a “feel” for it 
and it should be a fun balanced 
game. 

Up Front is a fast moving, 
nail biting game on the ultimate 
tactical level of one to one. The 
scenarios tend to be outdoor 
affairs where sweeping fields of 
fire dominate the battlefield. 
Even the city fight and pillbox 
scenario allow a fair bit of 
maneuver in the open. To 
simulate Ortona a key factor was 
that a lot of the battle was spent 
moving through buildings 
avoiding the death on the streets. 
Therefore the two groups (one for 
each side of the street) and the 
extra heavy terrain benefits were 
included. The optional 
reinforcements represent a minor 
flanking force in an alley ora 
force moving on another floor. 

These rule additions allow a 
slow steady advance to relative 
range 5. When the Canadians 
reach relative range 5 the special 
“mouse-holing” rules give them 
some options on how to assault. 
The Germans are given Snipers 
and Minefields, simulating the 
variety of traps used to slow up 
the Canadian advance. 

Lastly, the Victory 
Conditions force the Canadians to 
make some headway before three 
decks are used. 
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The Battle for Otona 


Three decks are used with the 
Canadian Player setting up and 
moving first. Both sides may set- 
up only in group B or C and may 
not laterally move except 
between B and C. The Canadian 
Player may elect to use 
Reinforcements (35). The 
reinforcements consist of any 4 
men (except the SL) from the 
initial force. These men enter 
after one deck but as Group A or 
D. Lateral transfer for the 
Canadian Player is then allowed 
between B,C, and the 
reinforcement’s group. After 
setup, but before terrain, the 
German Player receives two 
random building cards for 
placements on his groups. 


Starting forces 

Canadians 2-5, 8, 11, 17, 20-22, 
24 plus one Demolition 
Charge. 

Germans 1, 3, 6, 9, 10, 23. 


are Rules 
The pillbox and Marsh cards 
are treated as cower cards. 

2. All Woods and Gully cards 
are treated as -2 Buildings in 
all respects. 

3. All Building cards have their 
terrain modifiers increased 
by 1 (ie. a -3 modifier becomes 
-4). This includes the 
substitute cards above. 

4. Hills, Stream, Wire, Brush, 
and Wall cards function 
normally. Hills should be 
conceptualized as an 
advantageous firing position 
(2nd story etc.) while a 
stream is an inopportune 
rubble pile or major barrier. 
Wire is a less serious form of 
barrier. 

5. Minefields and Snipers are 
treated as cower cards by the 
attacker. 

6. Only the Germans may use 
snipers and it takes two 
successful sniper checks 
(14.4) to eliminate the 
German snipers. 


7. Canadiansatrelative range 


5, that possess a Demolition 
Charge or a PIAT can per- 
form a “mouse-hole” attack. 


© The Canadian Player plays a 


Fire Card of any strength as 
his action. The group must be 
non-moving and contain no 
pinned men. 


® Demolition charges are 


expended and a RNC is pulled 
to determine whether the 
PIAT or the demolition 
charge malfunctions. 


è The Canadian group then 


makes an immediate Close 
Combat attack with eligible 
men on the German group. 
The eligible Canadian men 
are non PIAT, non 
Demolition charge men who 
pass a Morale Check. Men 
failing the Check are pinned. 


Victory Points 

Only the Canadian Player 
receives Victory Points. He 
receives Victory points for 
preserving his men, inflicting 
enemy loses, and gaining ground. 
The Canadian starts with -20 
Victory Points. 


1. Unit losses - the number 
shown is applied to the Canadian 
total for losing men or causing 
losses. 


Result Canada German 
each man killed -2 2 
each wounded or routed -1 1 
each man captured -5 5 
broken squad - 25 


Remember 16.41 - Pinned men 
are not eligible for Victory Points 
for either side. 


2. Terrain - At the end of the 
scenario, the Canadian Player 
multiplies the number of 
unpinned men occupying a 
building in each group by the 
present range chit of its group. 
Two thirds of this number is 
added to the Victory Total. 

If the Canadian total is 
positive then he wins, negative 
the German wins. 
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Strategy Tips 


Canadians 

To be successful you must 
think like a Commonwealth 
troop. You do not have men to 
burn like the Russians or an over- 
abundance of equipment like the 
Americans and while your 
morale is high you do not have 
the combat flexibility of the 
Germans. 

You must execute a careful 
relentless advance from one 
building to the next. Use the 
“bounding” technique; settle a 
group to act as covering fire and 
advance the other. Have the 
terrain ready (rally and/or 
concealment would not hurt 
either), you do not want to give 
the Germans more than one turn 
to fire at you. 

Conserve your PIAT guns, 
their breakdown numbers and 
low repair chance makes them an 
unproductive infantry mortar. 
Use them for “mouse-holing™. 
The Demolition Charge can be 
used for a direct assault if the 
defender is in relatively poor 
terrain. Obviously, “mouse- 
holing” in strength can be 
devastating but you have to get to 
the German in strength and pin 
him so he does not slip away. 

Overcoming the German 
position without breaking will 
take all of what the Canadians 
possessed; bravery, skill, and 
patience. 


Germans 

Initial set up of the meager 
German forces is very important. 
The two main options are to have 
to even strength groups, or one 
fire group and a small holding 
force. Since the Canadian set-up 
is known (they will probably 
come with two even groups) it 
really depends on whether the 
reinforcement option is chosen. If 
the Canadian is using 
reinforcements you should have 
two balanced groups to avoid 
having your holding group 
flanked. A large kill group is 
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risky but tenable if the Canadian 
is overbalanced and you can 
oppose his main force. 

You should use all delaying 
terrain possible: Wire, Stream, 
Minefields (of course)’ Brush, 
Wall and yes’ even Hill should be 
played on the advancing 
opponent. You will undoubtably 
be in -3 terrain or better and by 
placing him in -1 terrain, even 
where he has a fire advantage, 
you will put him ata 
disadvantage and may find he 
will reject the terrain. Also since 
you can always discard without 
crimping your move, the 
Germans are the best at placing 
blocking terrain. 

Your two sniper checks before 
curtailment allows you to use 
Snipers with abandonment. This 
nuisance along with the threat of 
a minefield should drive him 
crazy. 

Your two main decisions 
should be when to fire and when 
to tactically withdraw. As he 
slowly creeps forward you will 
have built up an impressive array 
of fire cards. But if you fire them, 
you may find he has a rally card 
and he will then move boldly 
forward for a few turns. This is 
the German weakness. Once you 
have a bad hand your one discard 
per turn makes for a long 
comeback to a good hand. Be 
patient and hold back one good 
card to make him pay for his 
recklessness. Force him into 
weak terrain and then fire. 

On the subject of retreating 
two things are mandatory: keep 
your line even and stay in 
buildings. If you let the 
Canadians get a decent fire 
attack against you or he can 
concentrate a close assault 
against one of your groups you 
will find yourself out of the game. 

With patience and the proper 
timing of blocking terrain and 
fire attacks, you will be able to 
blunt the Canadian attack before 
it reaches you. If all else fails 
withdraw before the final assault. 


Turning the 


Tables in 
FIRE TEAM 


By James E. Meldrum 


West End Games’ Fire 
Team, a Squad Leader type of 
game for modern squad level 
combat in Europe, can be used to 
simulate almost any kind of 
combat situation on NATO’s 
Central Front. As originally 
published, Fire Team has 12 
scenarios plus variant rules and a 
game variation chart. Players 
can develop even more scenarios 
by changing the configuration of 
the geomorphic maps used in the 
game or by literally turning the 
tables and switching the sides 
used in some of the game 
scenarios. 


We have the Largest Stock of Out of Print Games 
Anywhere: SPI, GDW, TAHGC, OSG, YAQUINTO 
and Much, Much More! 

THE 


Fire Team (West End Games) 


For example, many of the 
scenarios have the Soviets 
attacking with the US defending. 
Why not reverse the situation 
and have an equivalent US force 
attacking the Soviets for a 
change? This gives players a 
chance to examine NATO’s 
considerable offensive capacity. 


When playing any scenarios 
with the sides changed, keep the 
map configuration and scenario 
length the same. Special rules for 
each side should also remain the 
same (unless otherwise noted). 
Variants for each scenario may 
be used by the opposing side. As 
an example, any variant rules 
affecting Soviet forces ina 
regular game scenario may be 
used by the Americans and vice 
verse. In addition, when sides and 
situations are reversed, each side 
uses the other side’s set up 
information, CP allowances 
(unless noted), and victory 
conditions. 


Most importantly, the players 
should use the opposing side’s 
force structure or its equivalent 
and its deployment. In other 
words, if the regular scenario 
currently in play called for the 
Soviet player to set up three 
mechanized rifle platoons and a 
tank platoon, the US player 
would set up three mechanized 
infantry platoons and an armored 
platoon. Players do not change 
the organizational structure of 
their units, however. 
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As previously mentioned, 
players may experiment with 
each scenario by altering the map 
terrain. This is done by changing 
the configuration of the game 
maps. Be careful when doing this 
since the terrain used ina 
scenario can change the scenario 
situation radically. 


Scenario 
Modifications 


Each of the following 
scenarios from the regular game 
may be played using reversed 
sides. Changes are noted below. 


Scenario 1 -No changes. Also try 
this one using three 
US airborne platoons 
as given in scenario 
12, plus helicopters. 


Scenario 3 -No changes. 

Scenario 4 - No changes. 

Scenario 5 - Double US forces and 
use only three Soviet 
platoons and assets. 

Scenario 6 - Use four US airborne 
platoons as given in 
scenario 12 plus 


helicopters. 


Scenarios 7 thru 11 - No changes. 


HUDSON'S 
HOBBY GAMES 


P.O. Box 121503, Arlington, TX 76012 
A.H., G.D.W., Nova, Peoples War 


Games, Task Force, Victory, West 


End, 3W, etc., plus Play & Design 
Aids and Old & Rare Games 
Mail Order 


FREE 


Shipping & Handling in the U.S. 
Send for Free Catalog and 
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10% off any order with this ad! 
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8116 VAN NOORD AVE., NO. HOLLYWOOD, CA 91605 
818-988-1441 
Full stock of all current wargames, fantasy and 
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Expanded 
KANEV 


by James E. Meldrum 


Kanev has got to be one of 
my favorite Eastern Front 
wargames. It is not only different 
(because it simulates a Russian 
parachute drop), but also wraps 
up all the usual kinds of actions 
found on the Russian front ina 
single game. Kanev features not 
only airborne operations, but also 
river crossings, armored 
engagements and pocketing 
actions. There is, however, one 
thing that Kanev doesn’t do. Give 
players multiple scenarios. 

Like most military 
engagements, it could have 
turned out much differently. As 
published, Kanev contains a 
single scenario that simulates the 
battle as it could have been. 
Other variant situations for 
Kanev also exist, and these may 
be simulated using the scenarios 
presented in this article. 

The variants and scenarios 
presented here will generally use 
existing game equipment and 
mechanics. For one of the 
variants, however, players will 
need to make extra units. This 
may be done by using blank 
counters and appropriately 
colored razor-point felt-tipped 
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Kanev (Strategy & Tactics magazine, #115) 


pens to copy the format of the 
regular game counters. 

With all of these scenarios, in 
any situation where the variant 
material presented here confliets 
with the original rules, the spirit 
of the variant combined with 
game rules will should be able to 
resolve rules disputes. 


Massive Russian Airdrop 
Problems 

Another possibility is that 
because of a lack of air 
superiority, bad weather, and 
transport aircraft shortages, the 
Soviets could use only one 
airborne brigade at Kanev. Such 
a situation would allow players to 
see how well the Third Guards 
Tank Army could have done 
virtually on its own. Play the 
game normally but have the 
Soviets drop only one airborne 
brigade during turns 1-3. 


Some Serious Russian 
Airdrop Problems 

An historical scenario may be 
played using Russian drop zone 
locations mentioned in Paul 
Carrel’s book Scorched Earth. 
Try setting up and playing the 
game in the normal manner, but 
allow the Russians to drop only 
two airborne brigades in this 
scenario. This reduction serves to 
illustrate the incredible 
confusion and shortage of 
transport aircraft that doomed 
this operation. 

For this variant, drop all 
units of the 3rd and 5th Guards 
Airborne Brigades on turn two 
and keep the 1st Guards Airborne 
Brigades as an airborne reserve. 
Historical drop zones are located 
in hexes 2217, 2413, and 3424. Do 
not use the 2nd or 4th Guards 
Airborne brigades in this variant. 


A Few Russian Airdrop 
Problems 

To simulate the best effort 
that the Soviets could have made 
under the circumstances 


_ (assuming that everything 


worked as planned), allow the 


Soviet player to drop all units of 
the 1st, 3rd, and 5th Guards 
Airborne brigades on turn two 
and use the 4th Guards Airborne 
brigade as an airborne reserve.Do 
not use the 2nd Guards Airborne 
Brigade in this scenario. 


More Soviet Airborne 
Transport 

If the Soviets were truly as 
organized as they thought they 
were, they could have made a 
grand, all-out effort to seize the 
Dneiper Loop using all available 
airborne forces. Such an 
operation would have required 
the use of all five Soviet airborne 
brigades. This possibility is 
simulated by making two extra 
drop zone markers enabling the 
Soviet player to drop all five 
airborne brigades in the same 
game turn. 


Soviet Gliders 

A remote possibility is that 
the Soviets could have made wide 
spread use of gliders at Kanev. If 
the Soviets actually had access to 
large numbers of gliders, the 
Russian paratroopers probably 
would not have been scattered as 
badly as they were historically, 
which would have resulted in a 
more successful landing. When 
using this variant, conduct all 
parachute drops as airlandings 
governed by rule 15.5. In 
addition, consider all units to 
land in their designated drop 
zone on a roll of 2,4,7,9, or 12. 


Hidden Drop Zones 

An additional degree of 
uncertainty can be added to 
Kanev by making additional 
drop zone counters which are 
used to deceive the German 
player regarding the location of 
the actual parachute drop(s). 
Three to six dummy drop zone 
counters should be made and 
placed on the map together with 
the regular drop zone markers in 
an inverted fashion. When the 
Soviet player wishers to use an 
actual drop zone, he simply flips 
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the marker face up. Dummy drop 
zone markers are removed from Ger man FRONT XXX 
the map any time a German unit Counterattack —— 
advances into a hex adjacent to " Apz (BoA r 
them. The regular drop zone Scen ario Priluka 


markers are used normally as 
soon as the Soviet player flips 
them face up. 


Kanev’s designer hints at 
another gameable situation in 


ARMY - 
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er GTA FRON 


Slower German Reaction the game’s notes. Historically, 19 a Eka G GTC 
In the game notes, the the Germans planned on e Belaya Tserkoy n 
designer emphasizes that the maminga counterattack V. Boke 
Hanan [avena sero tn tae against the Bukrin Bridgehead. 8 ARMY Kanev e 
process of withdrawing across the The expected German Rita, 24 PzC i 
Dneiper Loop just as the Soviet counterattack never materialized Cherkassy > 
parachute drop was starting. The because Soviet forces reinforced 
Germans-cutthenwmareiwer the bridgehead so quickly, anda -3 PzC / 
escape very close indeed! lack of German reverses 
Suppose, however, that the elsewhere along the front made 
Germans were slow to react. If igiri i apii acka Oot hat Germans: 
this was the ease, the Soviet point. This scenario assumes that Between 211. 


operation at Kanev might have 
worked as planned. 

When playing this variant, 
set up Kanev as indicated but 
delay the entry of all German 
reinforcements entering play in 


the counterattack was made 
according to plan on September 
28th. 


Initial Forces: 


2512- all units of the 10 PG; 

2510,2511- all units of the 19 
PZ; 

2512- 72inf, all units; 

2812- all units of the 112 inf.; 

3013- all units of the 57 inf, all 


area E by one game turn. Asa Soviets: reduced one step. 
further alternative, delay all 2210- 309 inf: Deploy all other German 
Soviet turni onenot-airborne 2410- all units of 7th Gds. Tank = Units south and west of the 
reinforcements until turn 2. (4 unita): Dneiper River in any location. All 
2610- 70/23: _ security units are considered to 
Marker Counters: 2710- 9/69 9/70: be eliminated. 
Bridgehead 2811- 9 STI: À Both sides begin the game 
2911- 38 inf: with five air support points. 
(BH) © 3012- 6G/51- Neither side receives 
KI KI 3009- 100.161 inf: reinforcements.Game length is 
Front Back 2708 - SAT: 7 10 turns. 
Airborne Drop Zone 2810 - all units 5th Gds. : oe 
Airborne Bde, reduced Victory Conditions: 
one step. As in 18.0; Soviet player begins 


Set up all other Soviet units 
except the Ist and 3rd Airborne 


the game with four victory points. 


Unit Symbols: Brigades anywhere north and/or Special Rules: 
or eal east of the Dneipre River. Both of 1) No partisan units are used in 
Amor Recon Panzer the airborne brigades are this scenario. 
Grenadier considered to have been 2) The Kanev bridge is 
I By O destroyed in combat. The 2nd and considered to be demolished. 
È 4th airborne brigades enter play 3) One German unit must begin 
Infantry Motorized Artillery in an airdrop on turn 4. No the game in either 3117 or 
Infantry partisan units are used; these are 3218. 
N considered to have been 4) Soviet fords exist in hexes 
Anti-Aircraft Anti-Tank Headquarters destroyed in combat. 2208, 2209, 2703, 3009, 3010. 
K Cs) Ll 
Para Inf. Para Art. Partisans 
[=] DI 
Glider Art. Glider Inf. 


THIRD 
REICH 
Mega- 
Variant 


Over the Edge of 
the Map 


by Siegfried Nelson 


If you're like me, you lament 
stopping the drive of your 
conquering cardboard heroes at 
the edge of the map. In Avalon 
Hill’s Third Reich, the map ends 
at water or logistically difficult 
terrain in all directions except 
one. In the Southeast corner, the 
Nile valley gave adequate 
communications southward for 
an Axis drive following conquest 
of lower Egypt. Moreover, a small 
campaign was fought in this area 
involving the only corps level 
European forces not otherwise 
included in the Third Reich 
game. So, for the budding 
Mussolinis who wish to unite the 
Italian African colonies into a 
grand empire, here is a new world 
to conquer. These rules are 


numbered to fit into the existing 
Third Reich rulebook. 


5. Map Extensions 

A new front is added to the 
southeast edge of the map. The 
two mapsheets connect together 
to form the major portions of 
Italian East Africa and the 
surrounding regions. The new 
front is called the Red Sea front. 


Terrain Notes: 

Attach the new maps so that 
the Nile river flows freely onto 
the main map. 


5.11 Grid Coordinates 

Extend the grid southward, 
so that the northernmost hexrow 
of the extension is 00. 


5.21 Playable Hexes 
Indicated hexes on the Red 
Sea map represent areas 
impassable to ground units and 
air bases only. Air units may 
freely overfly these hexes. 


5.32 (note) Hex 00-32 is entirely 
on the Arabia side of the water. 


5.51 Fortresses 
Aden ceases to be a fortress if 
it is captured. 


5.7 Terrain Effects 

Provincial Boundaries (in 
Italian East Africa). No effect on 
combat or movement, except for 
Ethiopian partisans. 


15. Unit Construction 
Phase 
15.7 Italian Units which start the 
game in Italian East Africa, and 
are destroyed while drawing 
supply from Italian East Africa, 
may not be rebuilt unless or until: 

> The Suez Canal is Axis 
controlled and usable, and 

>The Axis controls any one of: 
Massawa, Addis Ababa or 
Mogadishu. 

The air and naval unit 
starting in East Africa may never 
be rebuilt. 
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15.8 The following British units 
may only be constructed in South 
Africa and may only be used on 
the Red Sea front: 

1-3 Sudan Def. Force 

Aden Repl. unit 

1-3 East Africa 

1-3 West Africa. 

The 3-4 South Africa unit 
may be deployed anywhere in 
Africa but is rebuilt in South 
Africa. 


21. Declarations of War 
21.55 Great Britain may occupy 
Yemen without a declaration of 
war and at no cost. Until or 
unless Britain does this, no other 
player may enter Yemen without 
a DoW. Yemen never has armed 
forces and forms no partisans. 


27. Supply 

27.19 Italian East Africa may 
supply one Italian unit per city 
held by the Axis, up to the seven 
city limit. 

Khartoum may supply one 
Allied unit. Two Allied units may 
trace supply to Mombassa. 
Djibouti supplies the French unit 
which starts there, only. 


27.35 Italian Fleet and Air units 
in Italian East Africa do require 
supply until the Suez Canal is 
Axis controlled and usable. 


32. Partisans 

32.12 Arabia may form 1 
partisan. Ethiopia, but not 
Eritrea or Italian Somaliland, 
may form 1 Allied partisan. This 
partisan is formed and controlled 
by Great Britain (only) and may 
be formed any time after Italy 
and Great Britain are at war, 
rule 32.1 not withstanding. 


35. Axis Forces in Africa 
35.1 & 35.5 The 18-German- 
factor-by-sea-limit extends down 
to all units on the Red Sea front. 


47. The Suez Canal 


47.3 Do not use the existing rules 
concerning blockade of the Gulf of 
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Suez. The Aden rules supercede 
this case. 


47.4 Change to read: 

“Allied fleets in Suez city flee 
to the nearest Red Sea port, or to 
a Mediterranean port if all other 
Suez Canal hexsides and 
Gibraltar are still under Allied 
control.” 


47.5 Suez city is a two front port 
existing in both the 
Mediterranean and the Red Sea 
fronts. 


NEW RULES: 


53. Aden 

53.1 Control of the port of Aden 
gives control over the Bab el 
Mandeb straits, as marked on the 
map (hexes III-29 and JJJ-28). If 
a 9 factor fleet is stationed in 
Aden, no enemy fleets may move 
into or through the Bab el 
Mandeb, nor may sea supply be 
traced into or through the strait. 


54.Mombassa 

54.1 The lower Kenya coast didn’t 
quite fit onto the map. The four 
hexes out at sea above the South 
Africa box connect to the main 
map so as to continue the 
coastline. Players may wish to 
cut them out and tape them to the 
bottom of the map. 


55. South Africa 

55.1 The South Africa box is used 
to represent the off map facilities 
of the Union of South Africa, a 
British Dominion during World 
War II. 


55.2 The ports in the South Africa 
box are two front ports, existing 
in both the Western Front and 
the Red Sea Fronts. Fleets 
stationed in South Africa may not 
conduct interceptions. 


55.3 Allied units may freely use 
the South Africa box when 
transferring via SR and fleets 
based in South Africa must 
contain the second 9 factor fleet 


for the non-Gibraltar SR’s 
referred to in rule 37.3. 


59.4 Only the units referred to in 
15.8 above appear in South Africa 
when built. No other units may 
ever be built there. 


56. French Somaliland 


56.1 French Somaliland is a 
discrete territory which is rolled 
for separately to determine 
Vicy/Free French Status. 


56.2 The Djibouti garrison 
replacement unit cannot move 
until France falls. After it has 
become Vichy or Free French, it 
may be moved (only by SR, of 
course) by the controlling player. 
A neutral or Axis activated Vichy 
unit cannot be moved in the face 
of a hostile 9 factor fleet in Aden 
(see rule 53). 


56.3 The Djibouti garrison unit 
may not be rebuilt if it is lost. 


57. British Indian Ocean 
Fleet 

57.1 Although the extra 9 factor 
fleet allocated to the British at 
start are ships historically 
allocated to the Indian Ocean, the 
British may use this unit freely. 


57.2 When Japan enters the war 
(Spring, 1942 unless using 
Variant #20 or the Diplomacy 
rules), the British must remove 
one 9 factor fleet anywhere on the 
map. During the Declaration of 
War Phase, the British player . 
simply plucks a nine factor fleet 
up and removes it from the game. 
If the Royal Navy doesn’t even 
have 9 factors remaining when 
Japan enters the war, the British 
do not need to remove anything. 


New Unit 
Depployments: 


New units are included with 
this variant and will need to be 
mounted and cut to be used. They 
are depolyed as described below: 


Italy 

1939 and Campaign Games: 
Add to “At Start” forces, deployed 
anywhere in Italian East Africa: 
three 1-3 infantry; one 1-0 
replacement; one 1-4 air; one 2 
factor fleet. One other Italian 
unit may start depolyed in East 
Africa, but no other units may be 
deployed there unless an Axis 
controlled SR route exists. 


1942 Scenario: Italian East 
Africa has been conquered by the 
British and all Italian Units 
there are destroyed. They may be 
rebuilt if the conditions of 15.7 
are satisfied. 


Britain 

1939 and Campaign Games: 
Add to “At Start” forces deployed 
anywhere in Anglo-Egyptian 
Sudan: one 1-3 infantry. 
Deployed anywhere in Kenya: 
one 1-3 infantry. Deployed in 
Aden: one 1-0 replacement, one 9 
factor fleet, and, if desired, the 1- 
4 air unit which begins in Iraq 
may, instead begin deployed in 
Aden. (Britain may never have 
more than 20 factors of air). 

Add to allowable builds: One 1- 
3 infantry, one 3-4 infantry. 


1942 and 1944 Scenarios: Add 
to “At Start” forces: Deployed 
anywhere on the Red Sea front: 
two 1-3 infantry. 

Add to allowable builds: One 1- 
3 infantry, one 3-4 infantry. 

Add to British Control at 
Start: Italian East Africa. 
Britain is assumed to have 
received the five BRP’s in its 160 
or 220 BRP totals in the 1942 and 
1944YSS, respectively, and so 
will lose 5 BRP’s should Italian 
East Africa be lost to the Axis. 


France 
1939 and Campaign Games: 


Add to “At Start” forces deployed 


in Djibouti: one 1-0 replacement. 
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IMPORTANT PREFACE NOTE: 
Allthat follows isan authoratative, 
unauthorized look at some of the changes 
for the proposed 5th Edition of Third 
Reich. These changes are not presented in 
their entirety, but those that are included 
here are sufficiently complete so that you 
can try them out. Keep in mind, however, 
that the 5th Eidtion as discussed in this 
article involves major changes to some 
parts of the game, and that the systems and 
variants in this article were designed as 
part of an overall balanced game system. If 
a single rule change is plugged into your 
3rd or 4th Eidtion rules, play balance may 
be affected. Experiment, enjoy and, if you 
wish to participate in testing and 
developing the 5th Edition of Third 
Reich, watch for the playtest ads in this 
magazine. Your opinions of the rules 
changes in this article are also of great 
value to the development of this project. 


5th Edition Third Reich, if 
accepted by Avalon Hill, may be 
released as a separate “module” 
which will include a new rules 
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book, modified scenario cards and 
additional counters. It may also 
be that the entire game will be 
reissued (with, perhaps, a new 
“touched up” map). Time will tell, 
but the project is gathering 
interest on the “Hill” as it moves 
into development (presumably 
with Don Greenwood). 


Rules Summary: 


Rule 2. Two Pyrrhic Victory conditions 
have been added and the Axis Marginal 
victory conditions have been modified. 


3.351: Soviet garrisons are released one 
year after war with Axis begins. 


5.54: Maginot and West Wall hexes are 
fortresses only when attacked from 
certain directions. 

5.74: Defensive benefits are cumulative. 


10.1: Diplomatic and Intelligence Point 
allocation is added to YSS. 

10.2: ASW Air Patrol and anti-convoy 
bombing are added to SW resolution. 
Effectiveness of submarines dependent on 
Axis control of certain ports. 

10.23: Eliminated SAC factors may still 
inflict BRP losses. 

10.25: British, American and German SR 
levels may be reduced by SW. 

10.26: 1945 SW resolution refined. 

10.32: Causes of BRP Base reduction 
expanded. 

10.37: Completely revised Soviet 
Production - Industrial Centers 
introduced. 

10.411: US SW construction limit raised 
to 15% in 1943 YSS. 

10.5: Anti-convoy bombing by German air 
factors allowed. 

10.7: Additional Allied ASW measures 
allowed. 


10A: Diplomatic Point allocations during 
YSS leading to diplomatic die rolls 
introduced. 


10B: Intelligence Point allocations during 
YSS leading to intelligence die rolls 
introduced. 


13.4: Overruns during norma! and 
exploitation movement allowed. 


14.271: Effects of bad die rolls on a 2:1 
attack mitigated. 

14.4: Vacant hex exploitation limited to 
invasions. 

14.5: Reduced Defense Multiplier 
introduced. 


15.511, 15.56: US BRP grants tied to 
US/Axis tensions. 


15.6: Free Siberian Transfer revised, units 
appear at start of the Russian movement 
phase. 

15.7: BRPs may be voluntarily eliminated 
to avoid an unwanted double move. 
16.11-16.16: Modified SR capabilities for 
some countries, as well as the possibility 
of their reduction. 

16.22: SRs by sea prohibited within range 
of uninverted enemy 5-4 air unit or 
automatic interception range of 9-factor 
fleets. 

16.51: Off-board SR elaborated. 

16.71: US Initial Deployment level tied to 
US SR level and reduced by Allied SW 
losses. 


18.4: Limited Offensives allowed during 
Attrition Options. 


21.11: DoW against Belgium and 
Luxembourg allowed ata total cost of 10 
BRPs. 

21.54: Russian DoW against Axis affected 
by diplomatic results. 

21.7: US DoW against Axis allowed as set 
out in US/Axis Tension Table. 


22.5: Minor countries may reconstruct one 
infantry unit per turn prior to activation. 


25.1-8: Most major powers may have 
minor allies - rules governing German 
minor allies applied generally. 


26.2: Altered German conquest 
requirements. 

26.3: Altered British conquest 
requirements. 

26.262-264: Diplomatic die rolls made for 
France and Italy at the moment of 
conquest; British Surrender Tables 
consulted if Britain is conquered. 

26.5: Germany deducts 25 BRPs for loss of 
Berlin or Essen/Bonn. 

26.6: Britain deducts 25 BRPs for loss of 
London or Birmingham/ Manchester. 
26.73: Italy automatically surrenders if 
Germany is conquered. 

26.81 Minimum French counterattack on 
Paris is 1:1. 


27.12: Tripoli, Suez and Iraq are the only 
non-capital supply sources in the 
Mediterranean. 


28.12: Number of air bases allowed each 
major power varies. Constant rate of air 
base construction allowed. 

28.45: Air attacks on naval units revised. 
28.46: Air cover for naval missions 
allowed. 

28.6: Partial air unit rules relaxed, both 
for construction and SR. 


28A.1-4: German air attacks on British 
BRP level allowed in a Battle of Britain. 


29.21 Base changes during Pass Option 
allowed. 
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29.36: Port hexes are not counted in 
determining naval movement and 
interception. 

29.422: Fleets conduction Sea Transport 
may end the turn in either their original 
port of the port of debarkation. 
29.4322: Invasions prohibited during 
Winter, except in the Mediterranean. 
29.433: Six fleet factors required per 
ground factor for invasions not within 7 
hexes of a friendly port. 

29.54: Different fleets in the same port 
may intercept more than one enemy 
mission. 

29.57: Revised automatic interception 
range - air factors within range of 
interception point increase chances of 
interception. 

29.7: Breakdown of naval counters 
allowed. 

29.8: Revised naval construction. 


29A.1-6: German fleet factors may attack 
Allied shipping as Raiders. 


31.2: Airborne units may only attack 
units on which they drop and may not 
drop in areas controlled by enemy air. 
31.23: Italian airborne must be lent to 
Germany to drop. 

31.4: Reconstruction of airborne always 
allowed, but not during game turn of 
elimination. 


. 33.1-6: Revised variant rules and 
variants. 


33A.1-71: Diplomacy system introduced. 


33B.1-5: Revised intelligence die rolls and 
results. 


34.4 Anglo-French cooperation 
restrictions lifted at the start of the second 
game turn following German attack in the 
West. 


34A.1-4: Use of A-Bomb in Europe 
allowed by Allied variant. 


37.1, 37.3: Loss of Gibraltar costs Britain 
BRPs only as it affects SW. 


38.1: Loss of Middle Eastern oil field costs 
Britain 25 BRPs. 

38.2-3: Iraq a source of Allied supply, ata 
BRP cost based on the number of units 
being supplied. Off-board SR to Iraq 
allowed. 


43.2: German garrison requirement 
removed, but diplomatic die roll for Russia 
is affected. 

43.4: Eastern Europe broken up into four 
parts, each of which may be separately 
occupied. 

43.431, 43.441: Russian-Rumanian and 
Russian-Finnish wars over border areas 
allowed. 

43.9: Revised Polish rules. 


43A.1-5: Effects of oil shortages on Axis 
specified. 


44.1: Russian Winter Table introduced - 
severity of Russian Winter no longer 
predictable. 


47.2: Loss of Alexandria/Suez does not cost 
Britain any BRPs 


4TA.1-2: Allied control of Sweden cuts 
iron ore shipments to Germany, Axis 
control allows SR to Finland. 


49.1-9: Vichy determination governed by 
a diplomatic die roll. 


Some New Rules in 
Detail: 


Allied Strategic Bombing 

10.231 Eliminated SAC factors may 
also inflict BRP damage on Germany. The 
effectiveness of these SAC factors is 
determined according to the Bomber 
Penetration Table, the dice roll for which 
is modified according to the 
Bomber/Interceptor Ratio Table: 


Bomber Penetration Table 


Die Roll Result 

2 0% 

3 10% 
4 20% 
5 30% 
6 40% 
di 50% 
8 60% 
9 70% 
10 80% 
11 90% 
12 100% 


Two dice are rolled by the Allies. The 
result indicates the percentage of 
eliminated SAC factors (rounded up) 
which inflict BRP damage on Germany. 


Bomber/Interceptor Ratio 


Table 
Ratio Die Roll Modifier 
1:1 0 
1.33:1 +1 
1.67:1 +2 
= +3 
2.091 +4 
2.67:1 +5 
3:1 +6 


Add the indicated number to the 
Bomber Penetration dice roll. Ifthere are 
more Interceptors than SAC factors, the 
‘+’ modifier becomes a ‘--’ modifier, and 
the Bomber Penetration dice roll is 
reduced. SAC factors in excess of a 1:1 
ratio are always full effective against 
German BRPs, but are taken into account 


in determining the bomber/interceptor 
ratio. 


Overruns 

13.4 Ground units may not move onto 
or through hexes occupied hostile ground 
units except when conducting overruns 
(EXCEPTION: Airborne units may drop 
atop hostile ground units [31.2]). 

13.41 Overruns may be conducted 
only during Offensive Options. Overruns 
take place during the Movement phase of 
both regular and exploitation movement. 
Units being overrun may be subject to 
RDM (14.53). 

Overruns are conducted by moving no 
more than two units (EXCEPTIONS: 
Overstacked airborne), one of which must 
be armor, through one hexside onto the 
attacked unit(s) at odds of 6:1 or greater. 
The overrunning force must expend one 
additional movement point to occupy the 
overrun hex. If overrunning units do not 
have sufficient movement points, the 
overrun may not take place. 

13.43 An overrun may be assisted by 
available offensive air for ground support, 
provided the attacker can demonstrate 
the ability to negate any possible 
defensive air support by providing an 
equal number of uncommitted potential 
interceptors within range at the time of 
the overrun. Air combat need not take 
place at this time, unless specifically 
requested by the defender. Airborne drops 
may not be used to assist overruns (see 
sequence of play). 

13.44 At the moment of overrun, a 
die is rolled. On a die roll of ‘1’ the moving 
player suffers an exchange result. Both 
sides remove losses immediately. 

13.45 After an overrun, surviving 
overrunning units may continue moving 
up to their movement allowance, may 
overrun other enemy units, conduct 
normal combat and, if otherwise 
permitted, may conduct exploitation 
movement and combat that turn. 

13.46 Other units which have not yet 
moved may enter a hex which was the 
scene of an overrun without paying the 
additional movement cost required by 
13.42. 

13.47 Overruns are prohibited on the 
Eastern Front during Spring turns (44.5) 
and may be prohibited as a result of the 
Russian Winter (44). 

13.48 Overruns may not take place as 
a result of seaborne invasions (29.43), 
which are resolved after regular and 
before exploitation movement. 

13.49 Units in capitals [and] 
objective hexes... may be overrun, if all 
other requirements are met. 


2:1 ‘4’-‘6’ Result Reduction 
14.271 Ifa 2:1 attack results ina D 
result on a 1:1 CounterAttack (a die roll of 
‘4’ followed by a die roll of ‘6’), the original 
attacker’s losses do not exceed the terrain- 
modified value of the defender’s units (i.e., 
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an EX result, but without any defender 
losses, occurs). 


Reduced Defense Multipliers 

14.22 Combat factors of attacking 
units are always basic. Defending unit 
combat factors are generally doubled, but 
units may defend at face value if subject to 
RDM (14.5), or may be tripled, quadrupled 
or more (5.7). 

14.5 Units subject to Reduced 
Defense Multiplier (RDM) defending at _ 
face value in clear terrain, are doubled in 
mountains and swamps, or behind rivers 
or crossing arrows, or on beaches facing 
invasion, and are tripled when defending 
in fortresses. 

14.51 Infantry and replacement units 
(only) are subject to RDM as follows: 

A. Units attacked by exploiting 

armor, unless defending in a capital 

or objective hex. 

B. Minor country units defending in 

any type of hex outside their home 

country. 

C. As specified by certain diplomatic 

and variant results. 

14.52 Armor, airborne and partisan 
units are never subject to RDM. Axis 
armor treated as infantry because of a 
Russian Winter die roll of ‘4’ or more 
(44.1) or because of an oil shortage (43A.2- 
E) may be subject to RDM in the same 
manner as Axis infantry. 

14.53 Units which would be subject to 
RDM if attacked are subject to RDM while 
being overrun (13.4). 
| 14.54 Units may be subject to RDM 

for more than one reason in a single turn. 
Such effects are cumulative, but no unit 
ever defends at less than face value. 


Free Siberian Transfer 

15.6 This is the only exception to the 
Unit Construction process. In the Winter 
1941 turn, the Russian player may place 
one 3-5 armor and three 3-3 infantry units 
on the board immediately before 
beginning his Movement phase. 
Beginning in Spring 1942, additions to the 
Russian Force Pool may be similarly 
placed as follows: Spring 1942: one 4-5 
armor and two 3-3 infantry units; 
Summer 1942: one 4-5 armor and one 3-3 
infantry unit; Fall 1942: one 3-3 infantry 
unit. 

15.61 Units placed on the board by 
Free Siberian Transfer must be initially 
placed in a friendly (see 7.1 and 7.2) 
Russian city which can trace a line of 
supply to the east edge of the board. The 
city may be in Axis ZOCs. Normal 
stacking limits must be adhered to during 
initial placement. Units may move during 
the Movement phase immediately 
following placement. 

15.62 Units are place by Free 
Siberian Transfer at no BRP cost to the 
Russian player. Should the Russian 
player not invoke the Free Siberian 
Transfer, the units which would have 


arrived in winter 1941 must be SRed from 
Siberia (16.5124) at the normal rate of 2 
ORs per turn, the first units arriving in 
Winter 1942 during the Russian SR phase 
atno BRP cost. All 1942 Force Pool 
additions must be constructed normally. 


Unwanted Flip Flop 

15.7 During the unit construction 
phase, a player may voluntarily eliminate 
BRPs, usually to avoid an unwanted 
double move (12.12). Such voluntary 
elimination of BKPs counts as spending in 
relation to that nation’s spending limit 
(11% 


Strategic Redeployment 
Limits 

16.1 Each nation whose player turn it 
now is may now redeploy a number of its 
supplied units, moving them any distance, 
subject to the following limits on the 
number of units moved: 

16.11 GERMANY: 9. For every 10 
BRPs lost to SW, the German SR level is 
reduced by one, to a maximum per turn 
reduction of three (10.251). Each turn oil 
supplies are interrupted, the German SR 
level drops by one (48A.4). During 
Russian winters, the German SR 
capability inside Russia is reduced by the 
modified Winter die roll, although the 
overall German SR level is unchanged. 

16.12 ITALY: 5. Each turn oil 
supplies are interrupted, the Italian SR 
level drops by one (43A.4). During 
Russian winters, the Italian SR capability 
inside Russia is reduced by the modified 
Winter die roll, although the overall 
Italian SR level is unchanged. 

16.14 RUSSIA: 6. If Moscow is 
controlled by the Axis, the Russian SR 
level is reduced from six to four. 

16.15 BRITAIN: 9. For every 10 
BRPs lost to SW, the British SR level is 
reduced by one, to a maximum per turn 
reduction of three (10.25) 

16.16 UNITED STATES: one for 
every 25 BRPs in the preceding YSS, 
before SW and diplomatic expenditures. 
For every 10 BRPs lost to SW, the USSR 
level is reduced by one (10.25). 

16.22 Units may not SR by sea (i.e., 
SR of naval units or SR by Sea Escort) 
within range of an uninverted enemy 
land-based 5-4 air unit, or within 
automatic interception range of an 
uninverted enemy 9-factor fleet. 


Limited Offensives 

18.4 A major power taking an 
Attrition Option on a front may conduct 
one or more of the following at the 
indicated BRP cost: 

18.41 Counterair (28.43) at one BRP 
per air factor. 

18.42 Air attacks on naval bases 
(28.45) at one BRP per air factor. 

18.43 Air supply (Axis variant 15) at 
one BRP per air factor. 


18.44 Sea Transport at one BRP per 
three fleet factors. 

18.45 Invasions at one BRP per three 
fleet factors. 

18.47 Ground combat at one BRP per 
attacking ground and air factor. 

18.48 No more than 14 BRPs may be 
spent for a Limited Offensive on any one 
front. Operations beyond this limit 
require a normal Offensive Option. 

18.481 A Limited Offensive may not 
be conducted on a front where an active 
ally has selected an Offensive Option 
(12.231). 

18.482 Contested invasions are 
permitted during Limited Offensives 
(18.47, 18.48), but breakthroughs, 
exploitation and airborne drops are not. 
Ground units which engage in ground 
combat during a Limited Offensive or are 
adjacent only to enemy units subject to 
such attack are not counted towards the 
attrition level (18.1) for that front. 


Conquest 

26.2 Germany is conquered when 
Berlin and any two other objective hexes 
in Germany are simultaneously controlled 
by the Allies (EXCEPTION: Axis variant 
25). 

26.21 Britain is conquered when all 
three British objective hexes are 
simultaneously controlled by the Axis. 

26.22 Italy is conquered when Rome 
is controlled by the Allies. 

26.9 GERMANY: If Berlin is 
occupied by Allied forces, Germany 
immediately loses 25 BRPs. Similarly, if 
both Essen and Bonn are occupied by 
Allied forces, Germany immediately loses 
another 25 BRPs. The Axis do not get one 
turn to recapture before suffering these 
BRP losses. These BRP losses may occur 
only once per year. There is no additional 
penalty if an area is recaptured by the 
Axis then lost again during the same year. 
During each YSS, 25 BRPs are subtracted 
from the German totals for each area 
controlled by the Allies. 

26.6 BRITAIN: If London is occupied 
by Axis forces, Britain immediately loses 
25 BRPs. Similarly, if both Manchester 
and Birmingham are occupied by Axis 
forces, Britain immediately loses another 
25 BRPs. The Allies do not get one turn to 
recapture before suffering these BRP 
losses. These BRP losses may occur only 
once per year. There is no additional 
penalty if an area is recaptured by the 
Allies then lost again during the same 
year. During each YSS, 25 BRPs are 
subtracted from the British totals for each 
area controlled by the Axis. 

26.81 FRANCE: While Paris is 
occupied by Axis forces, French units are 
limited to an attack against the Axis units 
in Paris. 

26.811 Such an attack must be at 
odds of 1:1 or greater. Attacks at lower 
odds are prohibited, even if such attacks 
could, theoretically, lead to the recapture 
of Paris. 
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26.812 Paris may not be attacked by 
French units unless at least one attacking 
French ground unit is in supply and thus 
eligible to advance into Paris after 
combat. British units adjacent to Paris 
could only advance into Paris if Anglo- 
French cooperation restrictions (34) do not 
apply. In rare cases, a British unit could 
recapture Paris if it were vacant by 
moving through it, either during 
movement or while on exploitation. 

26.813 While Paris is occupied, 
French units in Europe may trace supply 
only from London or, if London is occupied 
or isolated, mai the U.S. Box. 


Air Bases 

28.12 Each major power is also 
provided with air base counters, as 
follows: Germany 4, U.S., Britain, Russia 
3, Italy, France 2. Each nation may place 
one air base counter per turn on any 
controlled, supplied hex, even one in the 
ZOC of enemy armor, at any point of a 
player’s turn (EXCEPTION: Malta). One 
air base counter may be placed as part of 
initial setup. No more the. oue air base 
counter may be placed on the same hex. 
After initial placement, air base counters 
move only by SR. They count against SR 
limits and require Sea Escort to cross 
water. Once all a nation’s available air 
base counters have been placed, a player 
may remove an existing air base counter 
in order to place it elsewhere. This process 
is unrelated to SR and does not count 
against a nation’s SR limits. 


Partial Air Counters 

28.61 Major power 5-4, 3-4 and 2-4 
air counters may be broken down into 
smaller counters of the same nationality 
at any time during their owner’s player 
turn. Smaller counters may be 
recombined into larger ones at any time. 

27.62 A player may never have more 
air factors in play than are contained in 
his Force Pool. Subject to this limitation, a 
player may construct partial air counters. 
Such units need not be combined with 
other partial units into 5-4 air counters. 
They may SR and operate independently. 
28.64 Partial air counters of the required 
nationality needed for breakdown and 
buildup of air counters may be taken from 
units belonging to another game. 
Although a major power may thus have as 
many partial air counters in play as it 
wishes, air counters in the same hex must 
be combined at the end of their owner’s 
player turn if the opposing player finds 
the unnecessary partial air counter 
distracting. 

28.65 Air counters on the same hex, 
up to five factors, count as one unit for all 
purposes, including SR. Partial air 
counters on different hexes count as one 
unit apiece. 


Seaborne Invasions 

29.4322 Seaborne invasions are 
prohibited on the Western and Eastern 
Fronts during Winter turns. 

29.433 For Invasions, three fleet 
factors are needed to carry one ground 
factor, provided the invasion hex is no 
more than seven hexes from a port 
controlled by the invading side at the 
beginning of his player turn. The port 
need not be used in the invasion, it need 
only exist. If no such port exists, six fleet 
factors are required to carry each ground 
factor. Air may not be carried. 


Naval Interceptions 

29.57 The defender counts the hexes 
along his chosen route, from his naval 
base(s) to the Interception hex, not 
counting his port hex. The die is rolled 
once for each base involved. The success or 
failure of Naval Interceptions are 
determined by rolling one die and 
consulting the Naval Interception Table: 


Naval Interception Table 


Range Result 

1-4. Automatic 
5-10 1-5 

11-18 1-4 

19-24 1-3 

25-30 1-2 

31+ l 


Die Roll Modifiers: -1 for every 
uninverted air factor within range of the 
interception hex. 

Explanation: Die roll within the 
indicated range results in interception. 


Partial Naval Counters 

29.71 Like air counters, naval units 
may be voluntarily broken down into 
smaller units to perform separate tasks. 
Rule 28.6 applies to naval counters, 
mutatis mutandis. 

29.81 Like air counters, partial naval 
counters may be constructed, at a cost of 3 
BRPs per factor. 

29.82 Both those naval units shown 
as “Allowable Builds” in a force Pool and 
reconstructed combat losses are place on 
the board immediately. There is no one 
year delay after the BRP construction costs 
have been paid. New naval units may only 
be constructed in the locations set out in 


29.821 The reconstruction of naval 
combat losses is limited as follows: 


Naval Reconstruction Table 
Per Turn 


Factor 

Nation Location Limit 
Germany Kiel/Hamburg 2 
Italy Taranto 1 
France Marseilles 1 
Russia Sevasta pol 1 
Britain Rosyth 2 

Canada 1# 


US (1942) US Box (Atlantic) 3 
US (1943-) US Box (Atlantic) 4 


*This is increased to 2 by Allied variant 
#10. 


Airborne 

31.2 An airborne unit may drop ina 
hex containing enemy units. An airborne 
unit which drops may only attack units in 
the drop hex itself. IL may not attack units 
in adjacent hexes, either alone or in 
conjunction with other attacking units, 
even if the airborne unit drops on an 
empty hex or a hex occupied by friendly 
units. 

31.22 An airborne unit may not drop 
on a hex over which enemy forces have air 
superiority. The dropping player must 
have a least as many uninverted air 
factors within range of the target hex as 
the defender. This determination is after 
the attacker has committed air units to 
Ground Support. Such air units do not 
count in determining air superiority. 
Defending air factors may not intercept 
airborne drops, and air combat does not 
tuke place unless defending air factors fly 
Defensive Air Support and are 
intercepted. 

31.23 The Italian airborne unit may 
not drop unless lent to Germany (36). 

31.4 Eliminated airborne units may 
always be rebuilt, but not in the Unit 
Construction phase of the game turn of 
elimination, 


Anglo-French Cooperation 

34.4 All the foregoing restrictions 
(34.1 through 34.36) are lifted at the start 
of the second Allied player turn following 
the first Axis Offensive Option or 
Declaration of War on the Western Front. 

34.41 Beginning with the Allied 
player turn after the fall of france, the 
restrictions set out in 34.1 no longer apply. 
Once a Maginot Line hex is occupied by 
Axis forces (5.51) British forces may enter 
it, even if France has not fallen and Anglo- 
French cooperation restrictions are still in 
effect. 


Iraq 

38.1 Iraq is a British colony. If Mosul, 
Munawir and Kaf(in neutral Arabia) are 
occupied by Axis forces, Britain 
immediately loses 25 BRPs, to reflect the 
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increased cost of alternate oil supplies. 
The Allies do not get one turn to recapture 
these cities before suffering this BRP loss. 
The BRP penalty may occur only once per 
year. There is no additional penalty if the 
cities are recaptured by the Allies then 
lost again during the same year. During 
each YSS that the Allies have failed to 
recapture all three cities, 25 BRPs are 
subtracted from the British totals. 

38.11 Ifthe loss of the Iraqui oil fields 
results in a BRP deficit, Britain may 
make no further BRP expenditures during 
that year and the deficit, unless negated 
by BRP grants, would be subtracted from 
Britain’s next YSS total as per 10.36. 

38.2 All Iragi hexes bordering the 
southeast edge of the board 
(JJ39/1139/HH40/GG41-45) are supply 
sources for Allied units. For each unit 
supplied from Iraq, the Allies must deduct 
one BRP. For this calculation, air and 
naval units are included, although air and 
naval units are normally always in supply 
(27.31). BRPs are deducted from the 
Allied power(s) concerned during the 
movement phase of the Allied player turn. 
Ground units which are unsupplied are 
isolated; air and naval units which are 
“unsupplied” may not move or perform 
any missions, and must leave the 
Mediterranean Front by the end of the 
Allied player turn by SRor be eliminated. 
This restriction does not apply to units 
which are able to trace supply from other 
supply sources, such as conquered capitals 
(27.11)or Tunis and Beirut (Free French 
only, 27.12). 

38.3 The Allies may SR units to the 
Iraqi supply source hexes at a cost of two 
SRs per unit, as per 47.6. 


Poland / East Europe 

43.4 On the Russian Fall, 1939 turn 
or thereafter, Russia may occupy part or 
all of East Europe. East Europe consists of 
the Baltic States (15 BRPs), Poland east of 
the partition line (10 BRPs), Bessarabia 
(Rumania east of the Eastern Front 
boundary)(5 BRPs) and the three Finnish 
border hexes (A46/B45/C44) (5 BRPs). 
Russia does not have to declare war or an 
Offensive Option to enter any of these 
areas. 

43.41 The Baltic States are worth 15 
BRPs. They are conquered when all cities 
in them are controlled by the conquering 
country. 

43.42 Eastern Poland is worth 10 
BRPs. It is conquered when all cities in it 
are controlled by the conquering country, 
even if Poland itself remains ` 
unconquered. While both Germany and 
Russia are at peace and operating against 
Poland, German units may move across 
the partition line without a DoW against 
Russia, provided they end their turn on 
the German side of the line. Russian units 
may not move across the Polish partition 
line unless russia is at war with Germany. 
German and Russian units ignore each 
other’s ZOC, but may not move over each 


other, enter a vacant hex controlled by the 
other, and trace supply only through 
hexes under their own control. Once 
Germany has withdrawn across the 
partition line, hex control is automatically 
determined by the partition line. 

43.43 Bessarabia is worth 5 BRPs. It 
is conquered when Cernauti and Kishinev 
are controlled by the conquering country. 
If Bessarabia is conquered by Russia, 
Rumania is worth only 10 BRPs until the 
YSS following its reconquest by the Axis. 

43.431 Rumania may resist Russian 
demands for Bessarabia, in which case 
Russia may go to war with Rumania 
without the need for the 10 BRP cost of a 
formal DoW. Russian units may enter any 
rumanian hex, but may not move into 
hexes occupied by German units, nor 
attack any rumanian units in such hexes. 
The war ends when either side renounces 
it claim to Bessarabis, when Russia 
controls both Bessarabian cities at the end 
of a Rumanian combat phase, or when 
Rumania is conquered. Rumania may 
rebuild one infantry unit each turn after 
the outbreak of war, whether or not the 
war is continuing (22.5). 

43.432 If Russia conquers 
Bessarabia, the Eastern Front boundary 
becomes the new Rumanian frontier, and 
the remainder of Rumania is worth 10 
BRPs. Should the Axis later reconquer 
Bessarabia, it is incorporated into 
Rumania, and Rumania is restored to its 
full value of 15 BRPs. 

43.433 Russian occupation of 
Bessarabia does not lead to war between 
Russia and Rumania unless Rumania 
resists. Otherwise, Russia may only 
attack Rumania if it has no German 
garrison (25.8), and only by paying 10 
BRPs for a DoW. 

43.44 The Finnish border hexes are 
worth 5 BRPs. They are conquered when 
all three hexes are controlled by the 
conquering country. If the Finnish border 
hexes are conquered by Russia, Finland is 
worth only 5 BRPs until the YSS following 
their reconquest by the Axis. 

43.441 If Finland resists Russian 
demands for the Finnish border hexes, 
war may break out between Russia and 
Finland as set out in 43.431. The conflict 
between Russia and Finland is subject to 
the same restrictions and end in the same 
way as a Russo-Rumanian war over 
Bessarabia (43.43-43.433). 

43.5 If Russia has not occupied some 
or all of East Europe when Germany 
declares war on Russia, the following 
considerations apply: 

43.51 Germany and Russia may 
enter any part of East Europe occupied by 
either country. 

43.52 Both Germany and Russia may 
enter any part of Poland. 

43.53 Neither Germany nor Russia 
may enter the Baltic States, if 
unconquered, without paying 10 BRPs for 
a DoW. 
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43.54 Bessarabia and the Finnish 
border hexes, if unconquered by Russia, 
remain part of Rumania and Finland, 
respectively, and may not be entered by 
Russia without a separate DoW (10 
BRPs), unless Rumania or Finland, as the 
case might be, has activated as a German 
minor ally. 

43.6 Germany may pay 10 BRPs for a 
DoW and occupy the Baltic States in 
Spring, 1940 or any turn thereafter, 
provided Russia has not already done so. 
Similarly, Germany may occupy Eastern 
Poland in Spring, 1940 or thereafter, if 
Russia has not done so. 

43.7 All four parts of East Europe are 
treated as colonies for the determination 
of conquest and reconquest (24.4). 

43.8 East Europe after occupation 
does not become part of Russia for the 
purposes of unit construction, partisans or 
movement. 

43.9 If Poland survives Germany’s 
initial attack, Poland and Russia move at 
the same time. Poland may take 
independent Offensive or Attrition 
Options in the east at no BRP cost. These 
options may only be directed against the 
Axis, even if Russia has occupied Eastern 
Poland. Polish units may enter Germany 
or remain in Poland. Polish BRPs do not 
count towards the Allied totals for 
determination of the Initiative (12.1) until 
1940 (43.91). 

43.91 If Poland survives to the 1940 
YSS, the 20 Polish BRPs are added to the 
Allied total (but not to Britain or any 
other Western Power, unless intervention 
has occurred). 

43.92 Russian troops may cross the 
partition line and enter Poland if Russia is 
at war with Germany, but this does not 
constitute intervention. All Russian- 
Allied cooperation problems (45) apply, 
and the Polish BRPs continue to add to the 
Allied totals independently. Polish and 
Russian options must be compatible once 
Russia has joined the Allies. 


Oil 

43A.1 If there is no Axis SR route 
from Polesti, the Iraqi oil fields (Mosul, 
Munawir or Kaf) or... Grozny to an 
objective in Germany, oil supplies to the 
Axis are interrupted. The SR route is cut if 
the Allies control these hexes (neutral 
Rumanian or neutral Russian control of 
Polesti is not sufficient), are adjacent to 
them, or occupy sufficient territory to 
prevent SR from them to Germany. SR by 
sea is allowed without the necessity of a 9- 
factor fleet for Sea Escort, but the required 
ports may not have allied units adjacent to 
them. 

43A.2 Whether the conditions 
described in 43A.1 are met is determined 
at the start of each Axis player turn. If oil 
supplies are interrupted, one of the 
following effects must be implemented by ` 
the Axis each turn the interruption 
continues, until all five are in effect. The 
German player decides the order of 
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implementation, and cannot change is 
decision once made. The effects are: 
43A.21 The Allied Bomber 
Penetration Die Roll (10.231) is 
increased by three. 
43A.22 Each German | 
Submarine factor eliminates one less 
Allied BRP than normal. 
43A.23 Axis fleets are inverted, 
and may not more, SR or provide sea 
supply or Sea Escort. 
43A.24 Axis air units are 
inverted, and may not move, fly 
offensive or defensive missions or SR, 
except during an Axis player turn in 
which an Axis Offensive Option has 
been chooses and and the Allied 
player turn immediately following, 
and only on the front selected (20.1). 
A limited Offensive (18.4) removes 
this restriction only for the air units 
included in the Limited Offensive. 
43A.25 Axis armored units are 
treated as infantry units (no ZOC, 
movement of 3, no breakthroughs or 
exploitation) except during an Axis 
player turn in which an Axis 
Offensive Option has been chooses 
and and the Allied player turn 
immediately following, and only on 
the front selected (20.1). A limited 
Offensive (18.4) removes this 
restriction only for the armor units 
included in the Limited Offensive. 
43A.3 Effects 43A.21 (bomber 
penetration) and 43A.22 (submarines), 
once incurred, affect SW resolution in the 
next YSS, even if the effects are 
subsequently reversed (43A.5). 
43A.4 In addition to some or all of the 
above effects, both the German and 
Italian SR levels drop by one each turn oil 
supplies are interrupted (16.11, 16.12). 
43A.5 If oil supplies are restored, one 
of the five effects set out in 43A.21-25 is 
reversed each turn, the German player 
again setting his priorities, until all 
effects are negated. In addition, the 
German and Italian SR level rises by one 
each turn, reversing the effects of 43A.4. 


The Russian Winter and 
Spring 

44.1 On the first Winter game turn 
following a DoW between Russia and 
Germany, one die is rolled, and the Winter 
Table consulted: 


The Winter Table 

Die 

Roll Result 

0 No Effect. 

1 Axis overruns and 
exploitation movement 
and combat are 
prohibited. 

2 Axis forces may not select 
Offensive Options. 


3 Axis forces may not select 
Limited Offensive 
Options. 

4 Axis infantry and 
replacement units are 
subject to RDM 
(EXCEPTIONS: Finns 
and Swedes). 

5 Axis armored units are 
treated as infantry units 
(43A.25). 

6 Axis DAS is restricted to 


the hex in which the air 


factors are based. 
Modifiers: 

-1 For each successive winter. 

-2 If Germany holds Axis variant #18 

(winter preparation). 

Explanation: 

The effects of a die roll include the 
effects of all lower die rolls as well. Results 
1-3 apply to all Axis units on the Eastern 
Front. Results 4-6 apply to Axis units 
inside Russia only. German and Italian 
SR capabilities inside Russia are reduced 
by the modified Winter die roll. 


44.4 In the 1942 scenario, one winter 
has already occurred. In the 1944 
scenario, three winters have already 
occurred. The Winter die roll is modified 
accordingly. 

44.5 During all Spring turns, 
overruns and exploitation movement and 
combat are prohibited on the Eastern 
Front. This prohibition applies to both 
Axis and Allied forces. 


Sweden 

47A.1 Swedish iron ore shipments to 
Germany may be interrupted by an Allied 
conquest of Sweden. In that case, 
Germany immediately loses 10 BRPs, and 
loses an additional 10 BRPs during each 
subsequent YSS (prior to SW 
construction) unless it reverses the 
situation. 

47A.2 SR between Sweden and 
Finland via the north edge of the board is 
allowed if Germany controls Sweden. 
Russian Invasion 
(This is the average result from the 
Diplomatic Table and should be used as a 
standard rule in non-5th Edition 3R). 

“Russia discounts the possibility of a 
German attack. Russian infantry units, 
on all types of hexes, are subject to 
Reduced Defense Multiplier (14.5) on the 
first turn of a German invasion.” 


Campaign Game Scenario 

The following revisions are the 
official Order of Battle (OOB) changes for 
the Campaign Scenario. 


Germany 

Start Fa 39 Sp 43 Sp 44 
33 8 20 +3 
1-3 +6 


ae cia 
46 4 8 - +1 
5-6 +2 
3m3 1 - 
Repl 2 6 
9-Fl 2 2 
5-4 4 2 


Deployment Limits: At least one replacement counter in 
Helsinki and one in Polesti. No more than 20 factors 
(total) in Finland, Hungary, Rumama and Bulgaria 
(25.61). Fleets must start in Baltic or North Sea. Axis 
moves first (even through Germany and Italy are not_ 
actively allied). Germany starts the game with a free 
Offensive Option against Poland and must continue to 
attack Poland every turn until it is conquered (43.1). 
East Prussia is considered an integral part of Germany. 


Italy 

Start Fa 39 Sp41 Sp42 
$3 2 . 
23 ©» 4 
13 6 
25 1 1 - - 
2m3 - - - 41 
Repl - 6 
9-FI 3 1 +h +I 
54 1 pi i 
Britain 

Start Fa 39 Su 42 
3-4 3 3 4] 
13 3 
25 1 
4-5 1 2 +1 
3m3 +1 
Repl 6 - 
9-FI 6 3 +1 
54 3 1 


Deployment Limits: At least one 1 4 air unit in Iraq; one 
1-3 infantry unit in Palestine; one 1-3 infantry unit and 
one 1 4 air unit in Malta; one 1 3 infantry unit, one 2 5 
armor unit, one fleet and one 2-4 air unit in Egypt; one 
1-4 air unit and two fleets in Gibralter (one 5-4 air unit 
begins the game broken into smaller units). 


France 
Start Fa 39 Su 40 
2-3 12 4 
35 i 2 
Repl 2 2 
Y.FI 2 1 
5-4 ] - +1 


Anglo French cooperation (34): Anglo French 
cooperation restrictions are lifted a the start of he 
second Allied player turn after the first German 
offensive or DoW on the Western Front. 


Russia 
Start Fa 39 Sp 42 Su 42 Fa 42 Wi42 ... 
33 5 +4 +4 +4 +3 
23 5 5 -> : | 
1:3 12 3 
3-5 3 3 
4-5 - . t 1 +1 +1 ti 
2m3 - +1 
9Fl 8 . 
5-4 2 1 
Sp 43 Su 43 Sp 44 
45 41 +1 . (6 total} 
2m3 +1 . (2 total) 
54 - ; +1 (4 total) 
United States 
Start Sp41 Su41 Fa 41 Wi41 Su 42 
3-4 3 - +1 +} 483.. 
56 - - Fl . A ga 
3m3 - - - - D 
Repl - - Fi 
9 Fl 2 +1 - +1 + la 
5-4 1 - - PE s li 
Sp 43 Sp 44 
3-4 +4 +4 (15 total) 
5-6 +1 +2 (5 total) 
3m3 +1 - (1 total) 
Repl +2 +3 (7 total) 
9-Fl +1 41 (7 total) 


(5 total) 
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BRP and Force Pool Levels: The U.S. normally begins 
1942 with 270 BRPs and the forces indicated. If BRP 
expenditures are required prior to that time, the U.S. 
base in 1940 is 125 BRPs, and in 1941 200 BRPs, All 
allowable builds in 1941 must be constructed when they 
become available. The 1942 BRP level is adjusted 
accordingly. 


Deployment Limits: American forces must initially 
deploy from the U.S. before they can be used elsewhere 
(16.71). Initial Deployment each turn is limited as 
follows: 1940: 3; 1941: 4; 1942: 5; 1943: 6; 1944: 7; 1945: 
8.This may be increased by Allied variant 22, and may 
be reduced by Allied SW losses (10.25) or the conquest of 
Britain (16.76). 


Major Rules and System 
Changes Not Covered 


Include revisions of the 
victory conditions, scenario cards, 
Orders of Battle, terrain effects, 
the YSS including Allies Anti- 
Submarine Air Patrol, Russian 
Industrial Centers, Axis Anti- 
Convoy Bombing (SW), 
Additional Allied ASW 
measures, Diplomacy, 
Intelligence, SR reductions for 
the US and Britain, Minor Allies, 
British Surrender, Attacks on 
Naval Units, Air Cover of Naval 
Missions, Axis Raiders and most 
Variants (among others). Thus, 
you ll need to get the 5th Edition 
to get all the low down on what’s 
new in Third Reich. 

Some Variant Draw Changes 
Allied: 

#11. New Soviet tanks available ahead of 
schedule. The five 4-5 armor units which 
normally become available beginning 
Spring, 1942, are added to the Russian 
allowable builds beginning Spring, 1941, 
at the rate of one per turn. No additional 
armor units are added to the Russian 
Force Pool after Summer, 1942. Play 
during Allied Spring, 1941 unit 


construction phase. Not applicable to 
1942/44 scenarios. 


#13. Stalin orders timely defensive 
preparations. Moscow and Stalingrad are 
both fortresses. Play immediately (may not 
be delayed) when Axis forces advance into 
any hex of Russia, but not before 1941, or 
at start of 1942 scenario. Not applicable to 
1944 scenario. 


#14. Partisan Activities better organized 
in Russia. A maximum of six partisan 
units may be built in Russia. Partisans 
may be built every turn rather than every 
second turn. Play during any Allied unit 
construction phase, provided Russia is at 
war with the Axis. Not applicable to 1944 
scenario. 


#16. Expanded British commando 
operations. British 1-3 infantry units may 


invade hexes containing: ports. 
Commando units then cost 3 BRPs per 
factor to build. Play at start of Allied 
Spring, 1942 turn. Not applicable to 1939 
scenario. 


#17. Resistance in occupied Europe better 
organized. The maximum number of 
partisan units allowed in each country 
(32.12) is expanded as follows: France 4; 
Belgium 1; Holland 1; Norway 1; Poland 
2. French partisans may be constructed by 
any Allied power, including Russia, the 
remaining partisans may only be 
constructed by a Western Allied Power. 
Play during any Allied unit construction 
phase, provided the Allies hold the 
initiative and Russia is at war with the 
Axis. Not applicable to the 1939 scenario. 


#22. Allies develop effective artificial 
ports. Seaborne invasion require only two 
naval factors to carry one ground factor. 
Sea transport and SRs are permitted to 
and from Bridgeheads, whether or not the 
Bridgehead hex also contains a port. Play 
during any Allied player turn in 1943 or 
later for immediate effect, or at start of 
1944 scenario. Nut applicable to 1939 
scenario. 


Axis Variants: 

#1. Cyprus transferred to Italy following 
World War I. All hexes in Cyprus are 
controlled by Italy. Hex GG34 is a port 
(Famagusta). Italian units may be placed 
in Cyprus during opening setup, buy may 
not e constructed there. Condition B of 
Italian Surrender (26.7) includes Cyprus. 
Play during lialian opening setup, or at 
start of 1942 scenario. Not applicable to 
1944 scenario. 


#2.Z-Plan adopted. Germany receives an 
additional 9-factor fleet as an allowable 
Build in Spring, 1941, and may build 3 
additional submarine factors at no cost 
during the 1940 YSS SW construction 
phase. Three fleet factors may be rebuilt 
in Kiel/Hamburg each turn (29.821). One 
4-6 armor unit and two 3-3 infantry units 
are permanently removed from the 
German Fall, 1939 Allowable Builds. Play 
during German opening setup, or at start 
of 1941 scenario with additional 
submarine factors constructed at that time. 
Not applicable to 1942/44 scenarios. 


#8. German invasion of France catches 
Allied forces by surprise. All Allied and 
Minor country infantry and replacement 
units, on all types of hexes, are subject to 
Reduced Defense Multiplier (14.5). Play at 
start ofany Axis player turn during 1940. 
May not be played if the Axis have 
previously selected an Offensive or Limited 
Offensive Option for the Western Front. 
Effect limited to the Western Front for one 
turn only. Not applicable to 1942/44 
scenarios. 


#9. Mussolini replaces senior military 
and naval commanders with younger, 
more aggressive officers. In all air and 
naval combat, Italian units are one Die 
Roll Modifier category higher than 
normal (28.432 B, 29.5712). Play 
immediately before resolution of the first 
air or naval combat involving Italian 
units, or at start of the 1942 scenario. Not 
applicable to 1944 scenario. 


#11.Italian naval staff discovers flaws in 
British harbor defenses. The Italian 
player designates as a target any port in 
the Mediterranean containing British 
naval units, the rolls two dice. That many 
British naval factors are eliminated. Play 
during any Axis combat phase, providing 
Italy is at war with Britain. British losses 
are taken at the same stage as air attacks 
against naval units in port. Not applicable 
to 1942/44 scenarios. 


#17. Germany varies occupation policies. 
For every ten Russian ground factors 
eliminated, Germany may construct one 
infantry factor (using 1-3 or 2-3 counters) 
at no BRP cost. These units are 
constructed in any Axis-controlled city in 
Russia or pre-war Poland, may not leave 
those countries and may not be rebuilt if 
eliminated. Such units are not subject to 
Reduced Defense Multiplier (14.5). 
Germany must pay 5 BRPs during 
the unit construction phase of each turn 
the variant is in effect. If this expenditure 
is not made, the variant is nullified and 
all existing “Free Russian” units are 
eliminated. Play whenever Germany and 
Russia are at war, or at start of 1942 
scenario. Not applicable to 1944 scenario. 
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THIRD 

REICH 

1940 
Scenario 


By James C. Gordon 


The Axis bid for power in 
Europe began with the attack on 
Poland. As 1939 turned into 
1940, the Phoney War ended with 
the German invasions in 
Scandinavia and the Low 
Countries. The defeat of France 
was the event which made the 
Axis seem invincible, for a time. 
Britain stood alone until 
Operation Barbarossa carried the 
war deep into the Soviet Union. 
Within eighteen months, the 
Axis assault reached its 
highwater mark, just as the 
Americans made their debut with 
the Torch invasion. 

Third Reich offers a firm 
foundation for casting new 
scenarios. The 1940 Scenario 
traces the Second World War 
from the Battle of Britain to the 
Allied invasion of North Africa. 
On the Eastern Front, the Axis 
forces have a chance to drive for 
distant objectives across the 
steppes. 


General Information 


Duration: Fall 1940 to 
Winter 1942. 

Situation: Britain is at war 
with Germany and Italy. The 
USSR is neutral until attacked or 
makes a Declaration of War (no 
sooner than Fall 1941). The 
United States is neutral until 
Spring 1942 and must pay for a 
DoW. 

Order of Deployment: 
USSR, Britain, Italy, Germany. 


U.S.S.R. 

BRP Level: 90 Base; 115 
available in Fall 1940. 

Growth Rate: 30% 

Deployment Limits: The 
following units must start at and 
not move from the list of cities 
below until at war with the Axis, 
and Axis ground units come 
within five hexes of the city in 
question: 

Leningrad: one 2-3 Infantry 
unit 

Moscow: one 3-5 Armor unit 

Odessa: one 1-3 Infantry unit 

Khardov: one 1-3 Infantry 
unit 

Grozny: one 1-3 Infantry unit 

Control: Eastern Europe. 


Force Pool At Start: fifteen . 


1-3 Infantry, ten 2-3 Infantry, 
five 3-3 Infantry, six 3-5 Armor, 
three 5-4 Air, three Fleets. 

Allowable Builds: (Add in 
Spring 1942) fifteen 3-3 Infantry, 
four 4-5 Armor, two 2-3 Airborne; 
(Free Siberian Transfer): Winter 
1941, 4; Spring 1942, 3; Summer 
1942, 2; Fall 1942, 1. 

SR Limit: 6 

Notes: Neutral Soviet Union 
moves prior to (or at the same 
time as) Britain, even though its 
BRPs are not included in the 
Allied total to determine the 
order of movement. The USSR 
must take Pass Options or actions 
against ungarrisoned neutrals 
until a DoW exists between it and 
the Axis powers. 
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Britain 

BRP Level: 125 Base; 55 
available in Fall 1940. 

Growth Rate: 40% 

Deployment Limits: At 
least one 2-5 Armor, one 1-3 
Infantry, one 3-4 Air, and two 
Fleets in Egypt; three Fleets in 
Gibraltar; one 1-3 Infantry in 
Palestine; one 2-4 Air in Malta. 

Control: Cyprus, Palestine, 
Transjordan, Egypt, Malta, 
Gibraltar. 

Force Pool At Start: Three 
3-4 Infantry, three 1-3 Infantry, 
one 2-5 Armor, one 4-5 Armor, 
four 5-4 Air, nine Fleets, six 1-0 
Replacements. 

Allowable Builds: Three 3-4 
Infantry, two 4-5 Armor, (Add in 
Summer 1941) two 2-3 Free 
French Infantry, (Add in Summer 
1942) one 3-4 Infantry, one 4-5 
Armor, one 3-3 Airborne, one 
Fleet. 

SR Limit: 7 

Notes; Britain can invade 
Syria-Lebanon without going to 
war with Vichy France. Syria- 
Lebanon is a garrisoned neutral 
with one 2-3 Infantry unit. Before 
attacking, Britain must pay for a 
DoW (10 BRPs) and then receives 
the two 2-3 Free French Infantry 
units as an immediate 
reinforcement, deployed in 
Palestine. If the colony is not 
attacked by Summer 1941, those 
units deploy anyway. 


Italy 

BRP Level: 75 Base; 25 
available in Fall 1940. 

Growth Rate: 20% 

Deployment Limits: At 
least one 1-3 Infantry units in 
Albania, two 1-3 Infantry in 
Libya,and all Fleets deploy in the 
Mediterranean. 

Control:Sicily, Sardinia, 
Albania, Rhodes, Libya. 

Force Pool At Start: two 3-3 
Infantry, four 2-3 Infantry, six 1- 
3 Infantry, two 2-5 Armor, two 5- 
4 Air, five Fleets, six 1-0 
Replacements. 


Allowable Builds: (At Start) 


none; (Add in Summer 1942): one 


Fleet, one 2-3 Airborne. 

SR Limit: 5 

Notes: The Axis moves first 
in Fall 1940. 


Germany 

BRP Level: 150 Base, 45 
available in Fall 1940 

Growth Rate: 50% 

Deployment Limits: Must 
place at least 20 ground and/or 
air factors on Eastern Front and 
maintain them there throughout 
the game. Fleets must start in 
Baltic, North Sea, or any 
controlled port in Western Front. 
May place up to 20 Factors (total) 
in Finland (5 maximum), 
Hungary, Rumania, Bulgaria, 
and Poland. 

Control: Poland, Denmark, 
Norway, Netherlands, Belgium, 
Luxembourg, non-Vichy France. 

SW Surplus: 4 U-boat 
factors. 

Force Pool At Start: twenty 
3-3 Infantry, eight 4-6 Armor, 
four 5-4 Air, one 3-3 Airborne, 
three Fleets, four 1-0 
Replacements. 

Allowable Builds: eight 3-3 
Infantry, four 4-6 Armor, two 5-4 
Air, one fleet, four 1-0 
Replacements; (Add in Spring 
1943) two 5-6 Armor. 

SR Limit: 9 

Notes: The Axis moves first 
in Fall 1940. Vichy France is an 
inactive Germany minor ally. 
Five 2-3 Infantry and 14 Naval 
Factors deploy in Vichy France, 
with one 2-3 each in Algeria- 
Morocoo - Tunisia and Syria- 
Lebanon. 


United States 

Notes; The BRP Level, 
Growth Rate, Deployment 
Limits, Force Pool At Start, SR 
Limit, and Allowable Builds are 
the same as in the Campaign 
Game. The United States enters 
the war in Spring 1942 and must 
pay 35 BRPs for a DoW. 


1940 Scenario Two-Player 
Victory Conditions 


Axis Allies 
Stalemate: 26 13 
Marginal: 27 14 
Tactical: 28 15 
Decisive: 29 16 


BattlePlan #8 


1940 Scenario Multi-Player Victory Conditions 


Stalemate: 9 4 
Marginal: 10 5 
Tactical: 11 6 
Decisive: 12 7 


THIRD 
REICH 
1941 
Scenario 


The Balkans, 
Barbarossa, North Africa 
and the Second Front 


by James C. Gordon 


The 1939 scenario of Third 
Reich recreates the initial surge 
by the Axis, the years of success 
in Poland, France and 
(temporarily) in North Africa and 
the Soviet Union. The 1942 
scenario follows the Axis through 
its high tide at Stalingrad and El 
Alamein (or wherever) and 
beyond as the United States 
enters the war and the Soviets 
recover. In the 1944 scenario, the 
Allies dictate the end game, with 
a chance for an early victory. The 
campaign scenario offers the 

complete package. However, 
there is room for still more slices 
of the pie. 

This 1941 scenario finds the 
Axis at their peak strength, in 
comparison to the Allies. Britain 
has its back to the wall while the 
Greeks are standing up to the 


Italians. The Axis player must | 


make choices about prospective 
campaigns in the Balkans, North 
Africa and, of course, Russia. The 


US/UK U.S.S.R Italy Germany 
23 


24 
25 
26 


o> a CO 


Soviets will carry the brunt of the 
Allied effort through most of the 
scenario, but they should have 
time to bounce back from the 
initial gains made by the 
invaders. As the U.S. joins the 
war and builds up its forces, the 
Western Allies must choose 
between the “soft underbelly” 
and cross-channel strategies. 


General Information 

Duration: Spring, 1941 - 
Winter, 1943. 

Situation: Britain and 
Greece are at war with Italy and 
Germany. Russia is neutral until 
attacked, or makes a DoW no 
sooner than Fall, 1941. The U.S. 
is neutral until Spring, 1942 and 
must pay fora DoW. 

Order of Deployment: 
Greece, Britain, Russia, Italy, 
Germany. 


Greece 

Deployment Limits: The 
British (or Allied) player controls 
the Greek forces. At least two 2-3 
Infantry units must be in a hex 
adjacent to Albania; one 2-3 
Infantry unit may be anywhere 
inside Greece; no other units are 
available. 
Britain 

BRP Level: 120 

Growth Rate: 40% 

Deployment Limits: One 2-5 
Armor unit in hex MM20; one 1-3 
Infantry unit in Tobruk; no other 
units allowed in Libya. One 1-3 
Infantry, one 5-4 Air unit in 
Malta; three fleets in Gibraltar; 
on 3-4 Infantry, two fleets in 
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Egypt; one 1-3 Infantry unit in 
Palestine; one 3-4 Infantry, one 5- 
4 Air unit in Greece (the Infantry 
unit may not garrison Athens). 

Control: Gibraltar, Malta, 
Cyprus, Egypt, Palestine, 
Transjordan, Libya east from hex 
M M20, Greece (as a minor ally), 
Crete, Syria-Lebanon (as a Free 
French colony), Iraq. 

Force Pool At Start: 3 x 3-4 
Infantry, 3 x 1-3 Infantry, 1 x 2-5 
Armor, 1 x 4-5 Armor, 9 fleets, 3 x 
5-4 Air. 

Allowable Builds: 3 x 3-4 
Infantry, 2 x 4-5 Armor, 6 x 1-0 
Replacements, 1 x 5-4 Air, 2 x 2-3 
Free French Infantry . 

Summer, 1942 Builds: 1 x 3- 
4 Infantry, 1 x 4-5 Armor, 1 x 3-3 
Airborne, 1 fleet. 

SR Limit: 7 

Notes: Britain receives the 
Greek BRPs during the 1941 
YSS. The free French Infantry 
units may not be constructed 
before Summer, 1941. Only SW 
Builds allowed in 1941 YSS. 


U.S.S.R 

BRP Level: 110 

Growth Rate: 30% 

Deployment Limits: The 
following units must start at, and 
not move from, the stated cities 
until at war with the Axis and 
Axis ground units come within 
five hexes of the city in question: 

Leningrad: one 2-3 Infantry 

Moscow: one 3-5 Armor 

Odessa: one 1-3 Infantry 

Kharkov: one 1-3 Infantry 

Grozny: one 1-3 Infantry 

Other units can be deployed 
freely in East Europe. 

Control: East Europe. 

Force Pool At Start: 15 x 1- 
3 Infantry, 10 x 2-3 Infantry, 5 x 
3-3 Infantry, 6 x 3-5 Armor, 3 
fleets, 3 x 5-4 Air. 

1942 Builds: 15 x 3-3 
Infantry, 4 x 4-5 Armor, 2 x 2-3 
Airborne . 

Free Siberian Transfer: 
Winter, 1941: 4; Spring, 1942: 3; 
Summer, 1942: 2; Fall, 1942: 1. 

SR Limit: 6 

Notes: Neutral Russia moves 
at the same time as Britain even 


though her BRPs are not counted 
in the Allied total to determine 
the order of movement. Russia 
must take Pass options or actions 
against ungarrisoned neutrals 
until a DoW exists between 
Russia and the Axis. 


Italy 

BRP Level: 80 

Growth Rate: 20% 

Deployment Limits: At 
least two 1-3 Infantry units in 
Albania, two 1-3 Infantry units in 
Libya west of hex LL18; all fleets 
in the Mediterranean. 

Control: Albania, Sardinia, 
Rhodes, Sicily, Libya west of hex 
LL18. 

Force Pool At Start; 4 x 1-3 
Infantry, 2 x 2-3 Infantry, 2 x 2-5 
Armor, 4 fleets, 1 x 5-4 Air. 

Allowable Builds: 2 x 1-3 
Infantry, 2 x 2-3 Infantry, 2 x 3-3 
Infantry, 6 x 1-0 Replacements, 1 
fleet, 1 x 5-4 Air. 

1942 Builds: 1 x 2-3 
Airborne, 1 fleet. 

SR Limit: 5 

Notes: The fleet included in 
the Allowable Builds At Start is 
one which is presumed to have 
been lost previously; if it is 
constructed it does not become 
available for one year (see rule 
29.82). 


Germany 

BRP Level: 160 + 100 in 
conquests. 

Growth Rate: 50% 

Deployment Limits: Must 
place at least 20 ground and/or 
air factors on Eastern Front and 
maintain them there throughout 
the game. The normal limit of 20 
factors deployed in the minor 
allies as a group can be exceeded 
during initial deployment, with a 
maximum of five factors in 
Finland. One 4-6 Armor unit 
deploys in Libya west of hex 
LL18. Fleets can deploy in the 
Baltic Sea, the Murmansk 
Convoy box or at any controlled 
port on the Western Front. 
Control: Poland, Denmark, 
Norway, Netherlands, 


Luxembourg, Belgium, France. 
SW Surplus: 4 submarines 
Force Pool At Start: 18 x 3- 

3 Infantry, 9 x 4-6 Armor, 1 x 3-3 

Airborne, 4 fleets, 5 x 5-4 Air. 
Allowable Builds: 10 x 3-3 

Infantry, 3 x 4-6 Armor, 8 x 1-0 

Replacements, 1 x 5-4 Air. 

1943 Builds: 2 x 5-6 Armor. 
SR Limit: 9 
Notes: Axis moves first in 

1941. Only SW Builds allowed in 

1941 YSS. Germany gains 

Finland, Rumania, Hungary and 

Bulgaria as Active Minor Allies 

automatically in Summer, 1941, 

adding 45 BRPs at that time. 
Vichy France is inactive. 

Vichy units are: in European 

France or Corsica, five 2-3 

Infantry and one 9-factor fleet; in 

Tunisia-Algeria-Morocco, one 2-3 

Infantry unit. Axis units may not 

be placed in Tunisia-Algeria- 

Morocco on opening setup; rule 

49.3 governs thereafter. 

Activation / deactivation 

attempts (49.4) may begin in 

Spring, 1942. 


United States 

BRP level: 270 

Growth Rate:60% 

Deployment Limits: 
American forces must initially 
deploy from the Force Pool 
(16.71) before they can be used 
elsewhere. Barring use of 
Variant Counter #8 (33.4), 
American Initial Deployment 
into Britain is limited to six units 
per turn including BRP grants. 

Force Pool At Start: 10 x 3- 
4 Infantry, 1 x 5-6 Armor, 4 
fleets, 2 x 5-4 Air. 

Allowable Builds, 
Summer, 1942: 5 x 3-4 Infantry, 
1 x 3-3 Airborne, 4x 5-6 Armor, 7 
x 1-0 Replacements, 3 fleets, 3 x 
5-4 Air. 

SR Limits: 10 

Notes: U.S.A. enters 1941 
scenario in Spring, 1942 and 
must pay 35 BRPs for a DoW. 
U.S.A. gets no BRP Base growth 
until 1943 YSS and may not 
make any SW builds until them. 


t 
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1941 Scenario Two-Player 


Victory Conditions 


Axis Allies 
Stalemate: 22 17 
Marginal: 23 18 


Tactical: 24 19 
Decisive: 25 20 


THIRD 
REICH 1945 
Red Star vs. 

White Star 
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1941 Scenario Multi-Player Victory Conditions 


US/UK U.S.S.R Italy Germany 
8 Winter, 1943 22 
9 3 23 


Stalemate: 9 
Marginal: 10 
Tactical: 11 


10 4 24 


Decisive: 12 


11 3 25 


For Italy to win a Stalemate victory in a Multi-Player game, it must avoid 


defeat until Winter, 1943. 


Scenario 


by James C. Gordon 


The wartime alliance 
between East and West quickly 
fell apart with the defeat of the 
Axis powers at the end of WWII. 
At Yalta and Potsdam, the 
Soviet, British, and American 
leaders negotiated the fate of 
postwar Europe. Even before the 
dust settled from the global 
holocaust, the undercurrent of a 


new conflict impacted all nations. 


The potential for scenarios 
and variants in Third Reich 
does not end with the defeat of 
Germany and its allies. World 
War became Cold War, even as 
the Americans were ushering in 
the nuclear age with the final 


blows against Japan. 


Summer, 1945. Europe lay in 
ruins. Soviet forces occupied 
Eastern Europe. American and 
British forces, with their Free 
French allies, controlled Western 
surope and the Med''erranean 
si. Poit cal changes remade 
tue continent with a new era of 


confrontation replacing the 
earlier cooperation. 

Maintaining a military 
balance and adequate 
preparedness contrasted with the 
moods in the West favoring a 
rapid demobilization. National 
economies required 
rehabilitation and expansion 
away from full wartime 
production. Political unions 
awaited further definition and 
the questions of borders, 
governments, and the fate of a 
diveded Germany hung in the 
balance. 


Red Star vs. White 
Star Scenario 


Information 

Map: Redraw the borders of 
Poland, Rumania, Austria, 
Czechoslovakia, and divide 
Germany into East and West, 
with zones for the Soviet Union 
(East), Great Britain (North), the 
United States (South), and 


France (Franco-German border). 
Ignore the Maginot Line and 
West Wall fortress hexes. Vienna 
and Prague function as minor 
nation capital cities. The Soviet 
Union controls the two 
northeastern hexes in Austria as 
an occupation zone. 


Duration: Summer 1945 - 
Winter 1947. 


Situation: All Axis nations 
have surrendered. The Allied 
leaders are meeting at Potsdam 
to discuss the postwar settlement 
of borders and spheres of 
influence. Negotiations drag on 
as the United States prepares its 
final offensive against Japan. 
Both sides, East and West, 
consider how they might further 
their wartime successes in 
gaining control over more of 
Europe. 

Major Powers must declare 
war before attacking any nation. 
The United States and Great 
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Britain must make separate 
DoWs to attack the Soviet Union, 
but the USSR pays for only one 
DoW against the Western 
powers. Yugoslavia is an inactive 
Soviet Minor Ally. Greece and _ 
Turkey are inactive British 
Minor Allies. France is an active 
American Minor Ally. Italy is an 
inactive A merican Minor Ally. 
All other uncontrolled nations 
are neutral and defend against 
any DoW. 

Doubledisted controlled 
countries are under the control of 
both the US and Britain and split 
accordingly. 


United States 

BRP Level: 500 Base, 375 
remaining in Summer 1945 

Growth Rate: 60% 

Deployment Limits: At 
least one 5-6 Armor, three 3-4 
Infantry, two 5-4 Air, and three 
Fleets in the Mediterranean 
TAL N 
) 


Zero. 


ON 


ALR OAS 


‘nto O 
Sarata 


\ 
Í ` A 
E uN WA 


IRR RIR 
2000020838002. 
erat EE 
RZ 


Ny 
eh. ye 
SEIT 


3 IR 
TAI 


theater; two 2-3 French Infantry | 
in the West German zone. 

Control: West German zones 
for United States and France, 
Austria (excluding the two hexes 
under Russian occupation), 
France, Luxembourg, Italy, 
Morocco, Algeria, Tunisia, 
Corsica, Sardinia, Sicily. 

Force Pool: All United 
States forces except for the 
Replacements are available at 
start plus; two 2-3 Free French 
Infantry units. 

Allowable Builds: seven 1-0 
Replacements; three 2-3 French 
Infantry, one 3-5 French Armor, 
one 5-4 French Air, four 1-0 
French Replacements, one 
French Fleet; six Italian 1-0 
Replacements, six 1-3 Italian 
Infantry. 

SW Surplus: 2 ASW, 4 SAC 

SR Limit: 10 


Great Britain 
BRP Level: 250 Base, 175 
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remaining in Summer 1945 
Growth Rate: 40% 
Deployment Limits: At 

least one 1-3 Infantry in 

Palestine, one 1-3 Infantry and 

one 2-5 Armor in Greece, one 1-3 

Infantry in Libya, two Fleets in 

Gibraltar, one Fleet in Malta, two 

Fleets in Egypt, one 4-5 Armor, 

two 3-4 Infantry, two 5-4 Air in 

the Mediterranean Theater. 

Control: West German zone 
for Great Britain, France, the 
Netherlands, Belgium, Italy, 
Libya, Egypt, Palestine, 
Transjordan, Syria-Lebanon, 
Iraq, Iran, Cyprus, Malta, 
Gibraltar, Greece and Greek 
Islands. 

Force Pool: All British 
forces available at start, except 
for the Replacements. 

Allowable Builds: six 1-0 
Replacements. 

SW Surplus: 2 ASW, 2 SAC 

SR Limit: 7 
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Soviet Union 

BRP Level: 180 Base, 150 
remaining in Summer 1945* 

Growth Rate: 30% 

Deployment Limits: At 
least one 3-3 Infantry in 
Leningrad, one 2-3 Infantry in 
Moscow, one 2-3 Infantry in Riga, 
Warsaw, Budapest, Bucharest, 
and Sofia. No Soviet forces may 
deploy in Yugoslavia. 

Control: Kast German zone, 
two hexes of Austria, Baltic 
States, Poland, Hungary, 
Rumania, Bulgaria, Yugoslavia., 
Czechoslovakia. 

Force Pool: All Soviet forces 
deploy at start plus; (additional 
counters needed): two 4-5 armor 
and one 4-5 air, plus four 2-3 
Yugoslav Infantry one 1-4 Air. 

Allowable Builds: none 

SR Limit: 6 


Notes 
1. The Western Powers move 
first. 


2. The Soviets may build 
Strategic Warfare weapons (U- 
boats and interceptors) 
immediately, spending up to 10% 
of the at start BRP total. 


*3. The Soviet Union has 150 
BRPs remaining in Summer 1945 
even after the Spring turn 
offensives and unit building 
because of the extra BRPs 
collected for occupying minor 
nations (and through Lend- 
Lease). 


4. Great Britain may not 
build additional Strategic 
Warfare weapons. 


5. Demobilization. Until war 
is declared between the Major 
Powers, the following units are 
withdrawn during the Strategic 
Redeployment phase on the turn 
specified (at no cost in SR’s). 

| United States: 

Summer 1945 - one 5-6 
Armor, three 3-4 Infantry, one 5- 
4 Air, one Fleet 

Fall 1945 - one 5-6 Armor, 


two 3-4 Infantry, one 5-4 Air 
Winter 1945 - one 5-6 Armor, 
three 3-4 Infantry, one Fleet 
Spring 1946 - one 5-6 Armor, 
four 3-4 Infantry, one 5-4 Air 
Summer 1946 - one 3-3 
Airborne 


Great Britain: 

Summer 1945 - two 4-5 
Armor, three 3-4 Infantry, one 3- 
3 Airborne, one 5-4 Air, one Fleet 

Fall 1945 - one 4-5 Armor, 
one 3-4 Infantry 

Winter 1945 - one 3-4 
Infantry, one 5-4 Air, one Fleet 

Spring 1946 - two Fleets 


Soviet Union: 

Summer 1945 - one 4-5 
Armor, one 3-5 Armor, one 2-3 
Airborne, one 3-3 Infantry, two 2- 
3 Infantry 

Fall 1945 - two 2-3 Infantry, 
three 1-3 Infantry 

Winter 1945 - three 2-3 
Infantry, five 1-3 Infantry 

Spring 1946 - five 3-3 
Infantry, two 1-3 Infantry 


Units which are demobilized 
are returned to the Allowable 
Builds box and become available 
for building as soon as a DoW is 
made by any Major Power 
against another. During 
demobilization, 1-0 Replacement 
units may be built for all Western 
Powers which have them 
available. 


6. Economic Rehabilitation. 
Instead of collecting BRPs for 
controlling other nations, the 
Major Powers must pay an equal 
value to rehabilitate the 
productivity of each nation. 
Exceptions: the Soviet Union 
Collects 25 BRPs for absorbing 
the Baltic States/Eastern Europe 
into the USSR, and 25 BRPs each 
turn from East Germany for one 
full year, as reparations. 
(Collection of reparations is 
interrupted if war is declared). 

. France and Italy must be 
rehabilitated to their prewar 
levels before any of their other 
(additional) units are added to 


the Allowable Builds (at the rate 
of one unit every other turn from 


the game box). Both nations 


function as American minor 
allies. The West German BRP 
level, payable in any proportion 
by the U.S. and Great Britain, is 
75. The East German BRP level 
is 50, after reparations are paid. 
Austria is 10 BRPs, 
Czechoslovakia 15 BRPs. 

Economic rehabilitation 
expenditures are deducted from 
BRP Levels during the 1946 or 
1947 YSS and subtracted 
immediately. Once full economic 
recovery is achieved for a minor 
nation, those BRPs can be 
collected by the controlling Major 
Power when a DoW initiates a 
conflict. 


7. In Fall 1945, ifa war has 
not begun, the U.S., Great 
Britain, and France may each 
deploy from the Allowable 
Builds, without cost, one 1-0 
Replacement unit to Berlin. 
Overstacking is permitted in this 
case. The USSR retains control of 
Berlin as a victory objective, 
however. 


8. Turkey mobilizes as a 
British minor ally ifthe USSR 
makes a DoW against Britain (or 
Russia makes a DoW against 
Turkey, of course), use the 
standard force pool. 


9. Greece mobilizes as a 
British minor ally if the USSR 
makes a DoW against Britain (or 
Russia makes a DoW against 
Turkey, of course), use the 
standard force pool. 


10. The following Victory 
Conditions apply to the aggressor 
power(s) and the defending 
power(s), as determined by who 
makes the DoW against whom: 


Aggressor 
Defender 
Stalemate: 19 19 
Marginal: 21-24 20-21 
Tactical: 25-28 92-23 
Decisive: 29+ 24+ 
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REICH 
Variants 


by James C. Gordon 


The year: 2024. Third Reich 
is now a half-century old. As an 
octogenarian, you live in an attic, 
playing games between naps, 
believing that you were with 
Guderian in Russia or Patton in 
France. Certainly, you knew Ike 
and Monty personally. 

You have worn out six 
counter sets, thumbed a dozen 
rule books (with Third Reich 
now in its 8th edition) to death, 
and battled across four sets of 
maps. On the wall hangs your 
original 1974 edition, encased in 
plastic with the counters glued 
into place for the Fall, 1939 turn. 
Behind the door, out of sight but 
never out of mind, hangs the 


board with your teeth marks in it. 


You still cannot believe that the 
Italians managed to knock your 
British out of the - 
Mediterrainean. Some things are 
best forgotten. 

Now it’s time for some new 
variations on an old theme. 
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Multiple Variants 

Depending on your tolerance 
for chaos, there are three basic 
options for using multiple variant 
chits. 

(A) Each Major Power draws 
1 chit. Variant chits can be 
traded among Allies prior to use. 
Follow all other standard rules 
regarding the use of variants. 

(B) Divide all chits evenly 
among the Major Powers. Five 
players (Germany, Italy, Great 
Britain, Soviet Union, France/ 
United States) draw chits at 
random, one at a time, after 
rolling a die, highest roll draws 
first. Each Alliance can play a 
maximum of 2 chits during any 
single turn, but it cannot be the 
same nation playing both 
variants. Chits can be traded 
prior to the start of play. 

(C) All variant possibilities 
are available to both sides (make 
a second set of chits to facilitate 
play). The five Major Power 
players are assigned all chits 
which pertain most to their 
activities. Variants which affect 
more than one Ally can be 
divided according to any 
agreement among Allies. When 
one side plays a specifie chit 
number, the opposing side 
automatically loses the 
corresponding number from their 
stockpile if there is a directly 
conflicting result. For example, 
once Spain joins an alliance, it 
will not switch sides so the 
opposition loses that variant chit. 


Extra Players 

With enough volunteers, 
Turkey, Spain, Poland, Greece, 
Yugoslavia, and Sweden can be 
independent nations, with active 
players able to deal with any 
Major Power. By allying witha 
Major Power, a minor nation can 
enter the war once the patron 
pays for a Declaration of War (10 
BRPs). A minor nation always 
enters the war if attacked. Prior 
to the start of play, there is one 
“round” of negotiation among 


Major and minor players, to allow 
Poland to cut a deal, if they so 
choose, before Germany attacks. 
Any minor nation which is never 
conquered in the course of the 
campaign, by having its capital 
overrun, is considered a “minor” 
vietor in the game. 


The “Diplomacy” Game 
Building from the variant 
above involving extra players, all 
alliance commitments are voided 

at the start of the Diplomacy 
Game. Each seasonal turn from 
Spring, 1936 to Summer, 1939 
(14 turns) includes one 
Diplomacy Phase and constitutes 
the “Diplomacy Game”. During a 
Diplomacy Phase, each Major 
Power can send one message to 
every other Major Power and 
receive one message in return. 
Also, each Major Power can send 
one message to any one minor 
nation, but receives no answer 
(unless there are enough players 
to make those small countries 
“active”). The messages must be 
written, no more than 25 words, 
and passed in secret from 
originator to recipient. Potential 
allies are not allowed to read a 
message going elsewhere, 
although the sender might 
inform another nation of its 
activity in a separate message, 
which absorbs one diplomacy 
activity for that turn. 

Major Powers offer the minor 
nations economic aid or defensive 
guarantees. The former 
constitutes any number of BRPs 
which are subtracted from the 
Major Power poo! before the 
minor nation enters the war. 
Those BRPs are lost permanently 
without being available for unit 
building or conducting offensives. 
An offer can be made for 
continued economic support 
during later turns, with specific 
numbers of BRPs committed on 
certain turns in advance. 
Defensive guarantees involves 
specific numbers and types of 
units which will be given by the 
Major Power as a garrison force 
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to protect the minor nation. Once 
committed, the units specified 
must be deployed and remain 
inside the minor nation for the 
duration of the game, or until 
that minor nation is conquered. 
At the end of the Diplomacy 
Game, prior to the start of the 
actual Campaign game, all 
messages sent to minor nations 
are revealed. Minor nations will 
commit themselves to a Major 
Power (or Alliance) according to 
the following criteria. 
-most BRPs given by a 
patron state 
-most combat factors 
committed for defense 
-proximity to the patron 
state (the closest nation wins) 
-if all factors appear even 
for a minor nation to join 
more than one Major Power, 
that minor nation stays 
neutral. 


Major Powers are extremely 
free in terms of the arrangements 
they can make among 
themselves. After the Summer 
1939 Diplomacy Phase, Major 
Powers reveal alliances, declare 
themselves neutral for the time 
being, or announce their 
intention to declare war, 
specifying the target nation(s). 
Any major Power can back out of 
an Allianee during the 
Campaign, but that nation must 
become neutral for the remainder 
ofthe Campaign, and remain so 
unless attacked by another Major 
Power. A nation which declares 
itself neutral at the start can join 
any Alliance later on, according 
to any prior agreement worked 
out before the war starts. 


Local Alliances 

Ifone member of a Local 
Alliance is attacked, all members 
are automatically at war with the 
aggressor and allied with the 
aggressor’s opponents. 

Nordic Treaty: Denmark, 
Norway, Sweden, Finland 


| 


Flanders Pact: France, 
Belgium, Netherlands, 
Luxemberg 

Baltic Union: Poland, 
Sweden, Denmark, Finland, 
Baltic States (10BRPSs, 4 x 1-3 
infantry) 

Iberian Alliance: Great 
Britain, Portugal, Spain 

Balkans Treaty: Yogoslavia, 
Greece, Bulgaria, Rumania 

Slavic Association: Soviet 
Union, Romania, Bulgaria, 
Yugoslavia 

Levantine Agreement: 
Turkey, Iraq, Iran (15 BRPs, 4 x 
1-3 infantry, 1 x 1-4 air) 

Mediterranean Accord: 
Spain, Italy, Turkey, Greece 

Central European 
Coalition: Germany, Hungary, 
Poland 

Little Entente: Yogoslavia, 
Romania, Czechoslovakia (see 
map for borders, 15 BRPs, 2 x 2-3 
and 4 x 1-3 infantry, 2 x 1-4 air, 
capital is Prague) 


Expanded Alliances 

All minor nations join the 
Major Power alliances, with the 
patrons and timing indicated 
below. A minor nation always 
enters the war automatically if 
attacked, joining the coalition 
against the aggressor. 

Germany: Rumania, 
Finland, Bulgaria, Hungary 
(Fall, 1941), Turkey (Summer, 
1942) 

ltaly: Spain (Summer, 1942), 
Iraq (Winter, 1941) 

France: Poland (at start), 
Belgium, Netherlands, 
Luxemberg (Winter, 1939) 

Great Britain: Poland (at 
start), Denmark, Norway 
(Winter, 1939), Portugal (Spring, 
1941), Greece, Yugoslavia 
(Spring, 1941), Sweden (Spring, 
1942), Iran (Winter, 1941) 

Soviet Union: East 
Kurope/Baltic States (Winter, 
1939), Iran (Winter, 1941) 


A 20-Year Peace 


World War I ends in a negoti- 
ated settlement with all national 
boundaries intact as per 1914 (see 
map). War breaks out again in 
1939 after another Balkan inci- 
dent between the long decrepit 
Austro-Ilungarian Empire and 
the upstart Serbians. Even after 
two decades of political jockeying, 
the alliances remain the same 
and war by timetable dictates the 
initial chain reaction of events. 
Russia, France, and Britain back 
Serbia against Germany and 
Austro-Hungary. Several minor 
nations quickly choose sides, 
reviving the Great War alliances. 
Unless otherwise noted below, all 
nations have the same at start 
forces, allowable builds, and BRP 
level as in the standard 
Campaign scenario. 

Austro-Hungary: 10 x 2-3, 
10x 1-3 infantry, 1 x 3-5 armor, 1 
x 5-4 air, 1 fleet (at start); 5 x 3-3, 
5 x 2-3 infantry, 1 x 5-4 air | 
(allowable builds); 60 BRPs 20% 
Growth Rate; capital Vienna 

Russia: controls Finland and 
Baltic States, plus central Poland 
and Bessarabia 

Serbia (Southern 
Yugoslavia): 5 x 2-3 infantry, 2 x 
1-4 air, 10 BRPs; capital Belgrade 

Turkey: controls Iraq, Syria- 
Lebanon, Transjordan, Palestine; 
joins Central Powers in Winter, 
1939; additional forces 10 x 1-3 
infantry (allowable builds); add 
BRPs for colonial possessions, 
including 10 for Iraq 

Rumania: joins Allies 
Spring, 1941 

Bulgaria: joins Central 
Powers Summer, 1941 

Italy: joins Allied Powers 
Spring, 1940 

Greece: joins Allies Powers 
Summer, 1942 | 

Montenagro: 1 x 1-3 
infantry, 5 BRPs 

Albania: 2 x 1-3 infantry 

Poland: no independent 


| forces or BRPs 


United States: joins Allies 
Spring, 1942 
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Limited Technology 

As a further variation on the 
20-year Peace situation outlined 
above, the level of military 
technology can be restricted, 
reflecting slower development 


between the wars. The armor and Xy 


air units available at start are 
the same for all nations. Airborne 
units are used as regular infantry 
throughout the game. The 
allowable builds include only one 
air and one armor unit at start, 
two of each the following year, 

‘ three the next, and so on until all 
units are in the force pool (or 
until the campaign ends, with 
excess units unavailable). . 


Victory 

The victory conditions 
attached to any of these variants 
are very subjective. Basically, ifa 
nation survives with its pregame 
borders intact, it achieves a 
tactical victory. A small 
expansion of the territorial 
holdings, gaining less than five 
victory objective hexes produces a 
strategic win. Substantial gains 
in both territory and objective 


hexes is a decisive win. If a nation | 


loses ground but holds onto its . 
capital, it wins a draw in the 
game, but is morally defeated. 
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THIRD 
REICH: 
Local and 
Limited 
Wars 


by James C. Gordon 


One big assumption lays the 
groundwork for this series of 
Third Reich variants: the 
Second World War does not begin 
in Fall 1939. Instead, the 
continental arena breaks down 
into numerous individual 
conflicts. Major Powers prey on 
their smaller neighbors, or 
initiate larger campaigns against 
one another. 

Actually, these “mini- 
scenarios”, if you will, make 
great little games with which to 
teach new Thrid Reich players 
the basics. The involve only 
portions of the map and counter 
mix and will not usually overload 
a new player’s circuits. 


General Information 
Duration: all scenarios begin 
in Fall 1939 with the ending turn 
indicated. In some cases, the 
length allows time for the 
aggressor nation to take Pass 
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Options and build forces before 
initiating the conflict. 

Participants: The aggressor 
nation(s) is (are) always listed 
first. A Declaration of War must 
be paid by the aggressor in each 
situation, except for a German 
attack on Poland or a French 
attack on Germany. 

Order of Deployment: 
Defending Major Power first, 
attacking Major Power last, 
Minor nations deploy at the time. 
of a DoW against them. 

BRP Level, Growth Rate, 
Deployment Limits, Control, 
Force Pool, Allowable Builds, SR 
Limit: Unless noted, use the 
standard 1939 Scenario At Start 
totals and restrictions. 

Exceptions: 

-When Italy is the aggressor, 

add 25 BRPs, two 2-5 Armor 

and two 2-3 Infantry units at 
start. 

-All fortress hexes must be 

garrisoned at all times, 

including the West Wall 
hexes (although they do not 
function as fortresses). This 
forces the Germans to 
maintain a West Front 
garrison. 

-Germany does not garrison 

minor neutrals Finland and 

Rumania unless it is the 

aggressor nation, in which 

case the Germans must 
maintain the standard East 

Front garrison. 


Strategic Warfare, Lend- 
Lease, Murmansk Convoys: Not 
used. 

Victory Conditions: 

These are listed in groups of 
four in order of: Decisive, 
Tactical, Marginal and 


Stalemate. 


Drang Nach Osten 

Fall 1939 - Summer 1942 

Germany, plus Finland, 
Rumania, Hungary (in Summer 
1941) vs. Poland (in Fall 1939), 
Baltic States, USSR. 

If the USSR does not occupy 
the Baltic States, Germany must 


pay for a separate DoW in order 
to enter that area. 

Victory: 
Germany: hold 20 objectives and 
force USSR surrender, hold 
Moscow and Leningrad and force 
surrender, hold Moscow or 
Leningrad and force surrender, 
hold 16 objectives. 
USSR: survive without 
surrendering, surrender while 
holding Moscow, Leningrad and 
four objectives, surrender while 
holding Moscow or Leningrad 
and four objectives, surrender 
while holding Moscow or 
Leningrad and three objectives. 


Berlin to Baghdad 

Fall 1939 - Winter 1940 

Germany vs Hungary, 
Rumania, Bulgaria, Turkey, 
Iraq. 

Germany must have units in 
an adjacent nation in order to 
declare war on each minor 
neutral. 

Victory (objectives held): 
Germany: 9, 8, 7, 6. 


The Maginot Test 

Fall 1939-Winter 1940 

Germany vs. France. 

There is no attack on Poland, 
nor can any other minor neutral 
be invaded. Germany must pay 
for a DoW. For this situation, 
Paris is considered a fortress hex. 

Victory: 

Germany: 8, 7, 6, 5. 

France: Maginot Line intact, 
3 objectives, 2 (including Paris), 
Paris. 


Anschluss Sequel 
Fall 1939-Summer 1940 
Germany vs. Italy. 
Victory: 
Germany: 8, 7, 6, 5. 
Italy: lose no territory, 4 
objectives, 3, 2 (including Rome). 


Winter War 

Fall 1939-Spring 1940 

USSR vs. Finland. 

For this situation, Helsinki is 
considered an objective hex. The 
occupation of Eastern Europe 
(the Baltic States) is optional. 
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Victory: 

USSR: 12 objectives, 10-11, 9 
plus at least three hexes inside 
Finland controlled, 9 plus one or 
two hexes inside Finland 
controlled by the USSR. 


Cordon Sanitaire 

Fall 1939-Summer 1942 

USSR vs. Finland, Baltic 
States, Poland, Rumania, 
Turkey, Bulgaria. 

For this situation, Helsinki is 
considered an objective hex. 

Victory: 

USSR: 16 objectives, 14-15, 
12-13, 11. 


Russian Steamroller 

Fall 1939-Summer 1941 

USSR, Poland, Baltic States 
vs. Germany. 

Germany deploy first. Soviet 
At Start forces may deploy 
anywhere in Poland, Baltic 
States or the USSR (at start 
limits do not apply, except in 
Leningrad). Add all Soviet 1942 
Allowable Builds as 1940 
Allowable Builds. Soviet forces 
may stack with Polish units. The 
USSR moves first until war is 
declared. 

Victory objectives held: 

USSR: 18, 16-17, 14-15, 13. 

Germany: 8, 7,6, 5. 


Drive to the Straits 

Fall 1939-Summer 1940 

USSR vs. Rumania, Bulgaria, 
Turkey. 

All Soviet 1-3 Infantry units 
deploy at start. Initial 
deployment limits are ignored, 
except for Leningrad. 

Victory: 

USSR: control all 
Dardenelles hexes, 11 objectives, 
10, 9. 


Crimean Encore 

Fall 1939-Summer 1941 

USSR vs. Rumania, Bulgaria, 
Turkey, Britain. 

This is a variation of Drive to 
the Straits in which Britain 
supports the victims of the Soviet 
attack. For this situation, 
Sevastapol is considered an 


objective hex. An amphibious 
assault can be made against any 
Crimean hex, except Sevastapol. 

Victory: 

USSR: control Dardenelles, 
12 objectives, 11, 10. 

Britain: control Dardenelles 
and Sevastapol, 10 objectives, 9, 8 
(ineluding Istanbul). 


Peninsular War 

Fall 1939-Summer 1940 

Britain, Portugal vs. Spain. 

For this situation, Madrid is 
considered a fortress hex. 

Victory: 

Britain: 8 objectives, control 
all of Spain except Madrid, hold 
Spanish islands and at least five 
cities in Spain, hold at least four 
cities in Spain. 


Mediterranean Control 


Fall 1939-Winter 1940 

Britain vs. Italy. 

All 1-0 Replacements units 
for both Major Powers deploy at 
start. 

Victory: 

Britain: 11 objectives, 10, 9, 
8. 

Italy: 4,3, 2, Rome only. 


Francophobia 
Fall 1939-Winter 1941 
Britain vs. France. 
Victory: 
Britain: 10 objectives, 9, 8, 7. 
France: 5, 4 plus all colonies 
intact, 4 plus Northwest African 
colonies intact, 3. 


The Spanish Ulcer 

Fall 1939-Winter 1940 

France vs. Spain. 

For this situation, Madrid is 
considered a fortress hex. 

Victory: 

France: 4 objectives, control 
all of Spain except Madrid, hold 
Spanish islands and at least five 
cities in Spain, hold at least four 
cities in Spain. 


Rivalry in the Western 
Med 
Fall 1939-Winter 1940 
France vs. Italy. 
Victory: 


France: 7 objectives, 6, 5, 4. 
Italy: 6 objectives, 5, 4, 3 
(including Rome). 


The Eastern Question 
Fall 1939-Fall 1940 
France vs. Turkey, Iraq. 
Iraqi forces are five 1-3 
Infantry and one 2-4 Air. 
All French forces deploy at start. 
Victory: 
France: 5 objectives by 
Summer 1940, 5 objectives by 
Fall 1940, 4 by Fall 1940, 3. 


Plan 17 Again 

Fall 1939-Summer 1940 

France, Poland vs. Germany. 

All French forces deploy at 
start. Germany must attack 
Poland and continue attacking 
until Warsaw falls. France moves 
before the first German attack on 
Poland. 

Victory: 

France: 6 objectives 
including Berlin, 5, 4,3. 

Germany: 10, 9, 8, 7. 


Race to the Nile 

Fall 1939-Spring 1941 

Italy vs. Britain. 

Roll one die each turn, a 
result of 1-3 brings Spain in as an 
Italian Minor Ally. All Italian 
units deploy at start. 

Victory: 

Italy: 7 objectives, 6, 5, 4. 

Britain: 10, 9, 8, 7. 


Fascist Alliance 

Fall 1939-Winter 1940 

Italy, Spain vs. France. 

All Italian units deploy at 
start. Roll one die for each French 
unit, a result of 1-3 deploys that 
unit at start. 

Victory: 

Italy: 8 objectives, 7, 6, 5. 

France: 6, 5, 4, 3. 


Fascist Rivalry 
Fall 1939-Summer 1940 
Italy vs. Spain. 
In the situation, Madrid is 
considered a fortress hex. 
Victory: 
Italy: 5 objectives, control all 
of Spain except Madrid, hold 
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Spanish islands and at least five PAAAKAKAAAATAAATAAATAAAAA 
cities in Spain, hold at least four 
= Wargame Depot 
10488 Baltımore Avenue 


cities in Spain. 
Beltsville, Maryland 20705 
(301) 937-4504 


New Roman Empire 

Fall 1939-Winter 1941 

Italy vs. Yugoslavia, Greece, 
Hungary, Romania, Bulgaria. 

All Italian units deploy at 
start. Italy must have units in an 
adjacent nation in order to 
declare war on each minor 
neutral. In this situation, Sofia is 
considered an objective hex. 

Victory: 

Italy: 9 objectives, 8,7, 6. 
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“General” 
THRID 
REICH 
Variant 

Rebuttal 


By Robert Calcaterra 


The articles on variant 
counters for Third Reich in 
previous issues of The Avalon 
Hill General (Vol 21. No.5 and 
Vol 22. No. 3) gave me the 
incentive to put all of my 
erievances against the present 
variant counters into writing. | 
decided to suggest modifications 
in some of the official variants 
and add some extras. Most of the 
extras have already appeared in 
The General, however, I did add 
some of my own because the 
Allied variants were too fixated 
with French survival. 

Variant counters should give 
a player a chance to gain an 
advantage in a close game, keep 
the players off balance by forcing 
them to prepare for certain 
possible (although unlikely) 
events, and prevent the game 
itself frem becoming too 
predictable. Variants should not 
allow a player to overwhelm an 
opponent just because he had a 
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fortunate draw. Certain variants 
should be made more in line with 
the above criteria. 

Can you imagine one-sixth of 
the British ground/air forces tied 
up in Northern Ireland while the 
Nazis prepare to invade England? 
How about the Turks declaring 
war because the Germans have 
amassed a large army, navy, and 
air force in Poland and the Baltic 
States? How abut the French in a 
mad dash for the colonies so they 
can join in the British war effort? 

None of these should happen, 
but do. You may as well just have 
a variant which says “the Axis 
win the game”. The following 
proposals are attempts to 
moderate the effects of some of 
the current Third 
Reichvariants. 


Axis Variant 
Ideas 


Replace numbers 2, 4, and 7 
with the following variants and 
also add variants 11 to 14: 


#2: Axis aid to Irish rebels 
threatens British politica! 
interests. A British garrison of at 
least five ground factors is needed 
to maintain order. At the end of 
any British Movement or SR 
phase, or during any YSS in 
which the British player fails to 
maintain this a garrison, 15 
BRPs are immediately subtracted 
from his total. This penalty can 
only be inflicted a maximum of 
once per year. The requirement 
for a garrison is lifted 
permanently if either: 

(1) the British player rolls a 
six with one die at the 
start of any British 
construction phase in 
which Northern Ireland 
is so garrisoned, or 

(2) the Axis declare war on 
Ireland. 

Play at the start of any Allied 
player turn (55.1I.E1). Garrison 
requirement must take place by 
the current British SR phase. 


#4: Spain becomes a German 
minor ally. In order to activate 
Spain all of the following 
conditions must be satisfied: 

(1) Germany must pay a 35 
BRP DoW cost for Spain 
to activate. 

(2) The Axis must control at 
least five Mediterranean 
objective hexes. 

(3) Germany must be at war 
with Russia. The DoW 
may have taken place 
during the current player 
turn. 

(4) Italy and Germany are 
actively allied. 

(5) The Axis must have out 
spent the British on 
Spanish foreign aid. 
Activation of Spain 
results ina-3 DRM on 
the Vichy 
activation/deactivation 
die roll. Play during or 
after the Spring 1941 
Axis DoW phase. 


#7: Turkey enters the war as 
a German ally. Germany must 
pay a 35 BRP DoW cost to 
activate Turkey. Play at the start 
of any German player turn in 
which all three of the following 
conditions are satisfied: 

(1) Axis controls both 
Sevastapol and 
Stalingrad. 

(2) Axis controls either 
Athens, Alexandria, or 
Suez. 

(3) Axis has the initiative. 


#11: Bavarian redoubt (see 
The General Vol. 18 No. 5; page 
14, #14). Add the following 
clause: “If the Allies capture 
Berlin and hold it against 
recapture, Germany immediately 
loses 100 BRPs. In any YSS in 
which Berlin is Allied controlled, 
the German year start BRP level 
is reduced by 100 before SW 
construction.” 


#12: No anti-Nazi coup in 
Belgrade (ibid. #19). 
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#13: Improved German 
planning and preparation for 
Winter operations (ibid. #15). 
Also add the clause: “However, 
the German player may not use 
any paradrops during this turn.” 


#14: Better prewar planning 
yields sufficient Italian fuel 
reserves. Italy may add two 2-5 
armor and one 2-4 air wing (use a 
minor neutral one, if necessary) 
to her force pool. These units are 
allowable builds. The air wing 
may not break down nor combine 
with other Italian air wings to 
build up; i.e. it is treated as an 
active minor ally unit for the 
purposes of 28. 6. Play at the start 
of the Spring 1941 Axis turn or 
during the opening setup in the 
1942 scenario. This counter has 
no effect if the Italian player 
selects an offensive option at 
anytime during 1939 or 1940. Not 
applicable to the 1944 scenario. 


Axis Variant 


Changes Discussed 
New variant #2 gives the 
British player the choice to either 
protect his political and economic 

interests or suffer the economic 
consequences. The British 
Empire was somewhat politically 
shaky during this time period 


and this counter could represent | 


a rebellion in Ireland, India, or 
elsewhere (with Ireland being 
used for its convenient position 
on the mapboard) which requires 
immediate attention. The die roll 
prevents players from knowing 
exactly when the displaced forces 
will again be available for action. 


Hitler and Franco met in 
October 1940 to discuss Spain’s 
possible entry into the war. 
Franco was very elusive and 
placed excessive demands on 
Hitler. His territorial demands 
included Morocco , Oran, and the 
French portion of Catalonia. This 
is the reason for the large Vichy 
DRM. Franco was also strongly 
anticommunist and looked down 


on the Nazi-Soviet Pact. Hence, 
Germany should have to break 
that pact to activate Spain. 
Finally, ifthe Axis partners 
cannot grant more aid to Spain 
than Britain did during 1959 and 
1940, they certainly don’t deserve 
Spain as anally! 

Furthermore, I wanted to 
change Spain from an Italian toa 
German minor ally for a few 
reasons. First of all, historically, 
Hitler did the actual dealing with 
Franco and was the only one who 
could have come close to meeting 
his demands. Secondly, I don’t see 
why Spain’s entry into the war 
should substantially increase the 
Axis supply capability in Africa 
(particularly East Africa); as an 
Italian minor ally Spanish units 
are exempt from the German 
supply limitations in Africa. 
Thirdly, whereas Spain’s 
interests were in the Western 
Mediterran-ean, Italy was 
fighting in Egypt and Libya. 
Finally, I don’t like the idea of 
Spain surrendering along with 
Italy; it just doesn’t strike me as 
being quite fair to the German 
player. 


The changes in variant #7 
force the German player to gain 
geographic objectives to coax 
Turkey into the war. Germany 
would have a very weak 
bargaining position with Turkey 
if the Allies controlled the 
Eastern Mediterranean, Black 
Sea, or the Caucasian isthmus. 
These objectives would be 
required to exert the necessary 
pressure on Turkey. The Nazis 
failed to gain these in the actual 


war and, by no coincidence, failed: 


to woo Turkey into the war. 


Variants #11 through 14 
were chosen for their moderate 
effects and simplicity. In 
addition, #13 was chosen since it 
forces the Soviet player to be 
alert for a possible German 
Winter offensive. In 1941, Russia 
had no way to know how bad the 
weather would be or of the 
German vulnerability to it; the 


Russian player should have to 
prepare for the worst. The 
restriction on paradrops limits 
the strength of the counter. 
Variant #14 was added to help 
make up for the change in 
variant #4; the Italian player 
deserves a fair share of the 
variants. 


Allied Variant 


Ideas 


So much for the Axis 
variants, now it’s time for the 
Allied ones. Start by junking old 
#1; it serves the Allies almost no 
useful purpose whatsoever. Even 
the wording makes it sound as if 
the Allied player is forced to use 
it. Variants #3 and #5 are too 
strong and need to be modified. 
Also, add the suggested variants 
11 through 14. 


#1: Free French movement 
very successful. Both Lebanon- 
Syria and Morocco become Free 
French colonies. Algeria and 
Tunisia become Vichy. Free 
French units may be constructed 
in Morocco, and Casablanca 
becomes a supply source for non- 
Russian Allied units. Vichy 
forces are determined as usual. 

Free French forces consist of 
four 2-3 infantry which are 
immediately deployed by the 
British player in the Free French 
colonies. There is also a Free 
French navy (placed in Beirut). 
The number of naval factors in it 
is determined by the following 
procedure: subtract eight from 
the number of French naval 
factors left upon conquest, then 
divide the resulting number by 
two and round down. Play at the 
time of the Vichy/Free French die 
roll or at the start of the 1942 or 
1944 scenarios. Play of this 
counter has no effect in the 1939 
or campaign scenarios if any hex 
of Morocco or Lebanon-Syria is 
Axis controlled. 


#3: Vichy France 
deactivated. Play during any 
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Allied construction phase 
provided that the US is at war 
with the Axis and Vichy France 
is still neutral. Not applicable to 
the 1944 scenario. 


#5: British concentrate more 
on ASW. The British player may 
build two extra ASW factors 
beyond the 10% spending limit 
during the SW construction 
phases of the 1940 and 1941 YSS. 
In the 1942 sèenario, play of this 
counter decreases the U-boat 
surplus by two. In the 1944 
scenario, it increases the British 
ASW surplus by one. Play during 
the 1940 YSS or at the start of the 
1942 and 1944 scenarios. 


#11: Nazi-Soviet Pact 
alienates Italy. Italian-German 
cooperation is now limited. Italy 
may not lend units to Germany. 
Italian and German units may 
not end movement, post-combat 
advance (including exploiting 
units), attrition retreats, or SR 
movement in the same hex. Italy 
may not lend BRPs to Germany. 
Italian fleets may base only in 
Italian controlled Mediterranean 
ports. In any given turn, German 
and Italian air units may not 


conduct missions in the same hex. 


German and Italian naval units 
may not combine to intercept the 
same mission, carry the other’s 
units (except during sea escort), 
nor invade and/or bombard the 
same hex. Play during the 
opening setup. All effects of this 
counter are removed at the start 
of the Spring 1942 game turn. 
Not applicable to the 1942 or 
1944 scenarios. 


#12: No Winter War (ibid. 
#19). 


#13: Successful British 
carrier raid. The British player 
may immediately remove one 
nine factor fleet of a current 
enemy from the gameboard and 
return it to the proper force pool. 
It may be rebuilt using the usual 
navel reconstruction rules. This 
action counts as a naval mission 


for any two British nine factor 
fleets based on the appropriate 
front. Thus, a British offensive 
option on that front is required 
for the current game turn. This 
mission can in no way be 
intercepted. Play during the 
exploitation phase of any British 
player turn but not before Fall 
1940. 


#14: Rumania refuses to 
relinquish Transylvania or South 
Dobruja. Rumania will only 
activate as a German minor ally 
if Germany intervenes after an 
Allied DoW. She will spend the 
entire game as an inactive 
German minor ally unless 
attacked. Hungarian and 
Bulgarian units may enter 
Rumania if Rumania is at war 
with, or conquered by, the Axis. 
Play this counter at the start of 
the Fall 1940 Axis player turn or 
at the start of the 1942 and 1944 
scenarios. 


Allied Variants 


Discussed 

These variants are pretty 
self-explanatory. The Rumanian 
variant portrays Rumania’s role 
as the Axis misfit. She underwent 
three partitions of her territory in 
1940. The Russians grabbed 
Bessarabia and then Germany 
supported the annexations by . 
Hungary and Bulgaria. Even 
after allied with Germany, 
Rumania refused to cooperate in 
the alliance to the extent that 
Hitler desired. The Finnish and 
Rumanian variants are included 
to prevent the certainty with 
which Germany gets her minor 
allies. If Germany can gain allies 
by variants, she should also be 
able to lose them. 


The variants are also open to 
modification to suit your tastes. 
For example, if you like extra 
Italian forces, activate 
Yugoslavia as an Italian minor 
ally instead. If you think Italy 
should pay more heavily for the 
extra armored forces, you can 


decrease her SR limit or limit her 
sea escorts to show the added 
strain on her fuel situation. If you 
find 50 BRPs too excessive to give 
Russia or Germany, decrease the 
amount or attach some strings. 


These variants are definitely 
flavored to my tastes. I left out all 
the “France 1940” variants 
suggested in The General because 
I am not very interested in the 
French campaign portion of the 
game. I find the French economic 
boom variant sufficient. Such 
variants are also inapplicable to 
other scenarios which I find 
undesirable. (In fact, you might 
just want to use the extra 
variants to replace ones 
inapplicable to the scenario you 
are playing.) I left out the extra 
German airborne variant since 
the presence of the Italian 
airborne unit is already 
debatable. The Hitler 
assassinated variant in The 
General looked interesting and 
workable. I would recommend, 
however, allowing the German 
player to take attrition options so 
he can at least reset his defensive 
lines. Most of the others were 
either too severe or uninteresting 
in my opinion. That may be the 
whole point of this article. The 
variant counters offer players a 
chance to add variety to the game 
and suit their own interests. The 
only restraint should be that the 
variants have limited effects. 


Attention Retailers 


Manufacturers & Distributors 

The Game Manufacturers Association 
(GAMA) Trade Show was designed for 
you! This is your opportunity to meet the 
Manufacturers, to ask questions and get 
all the information about products old and 
new. Enjoy a personal, one on one meeting! 

More importantly, this show will 
feature several useful seminars giving tips 
on game displays, marketing, inventory 
control, dealing with “gamers,” local clubs 
and conventions, plus much more! 

For more information on attending 
March 5-7th in Las Vegas contact: Howard 
Barasch, P.O. Box 867623, Plano, TX 
75086 or call (214)247-7981. 


THIRD 
REICH: 
The 
War of ’33 


By Stephen A. C. Gorard 


The 3rd / 4th edition of Third Reich 
is made particularly exciting by the 
incorporation of an element of strategic 
uncertainty. The designers have listed 
twenty events that nearly, or might have, 
happened during the build up to and 
throughout the course of the Second World 
War. Ten of these events are generally 
favorable to the Axis player and ten to the 
Allies. Each player picks one of ten 
counters before setting up the game and 
keeps the result secret. Under the 
conditions specified a player may “play” 
his counter and seek to influence the 
result of the game. The uncertainty 
caused by these variant counters forces a 
player to be alert to problems that 
certainly faced the politicians and 
generals responsible for each nations 
grand strategy, and so increases the 
realism of the game. The British 
considered that Franco might take Spain 
into the Axis camp. The Russians left 
some forces on their common border with 
Turkey. 

This article is a discussion of the 
linked problems; how to use your variant 
effectively and how to limit the usefulness 
of your opponents’. To keep the discussion 
under control I shall make two 
assumptions. The first is that the game is 
for two players, thus there is no mention of 
how to discover or void a variant by 
diplomacy. 

The second is that the game is being 
played along “normal” lines. First turn 
invasions of Britain or Russia are possible 
but unusual. Axis grand strategy 
generally takes one of two forms. France is 
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dispatched as soon as possible, and the 
Germans turn on Russia immediately 
while the Italians amuse the British. 
Alternatively, after the fall of France, the 
Axis take Gibraltar, clear the 
Mediterranean, and try to knock out 
Britain while fending offthe Russians. 
The Axis player does not have to decide 
between these plans until the fall of 
France, and the choice will be influenced 
by real and suspected play of variants as 
well as the BRP and SW position. 


Intelligence 

No, This is not a reference to your 
undoubted ability as a gamer, but to the 
task of discovering which variant your 
opponent holds. It simulates “political 
espionage”. There are only ten counters, 
and those picked are retained, so each 
player knows one variant that his 
opponent cannot have. This negative 
information can be useful later on, but 
initially will only yield strange 
conclusions like: “ifthe second winter 
after the German invasion of Russia is 
severe, then Hitler will retard the 
development of the Jet fighter.” 

There are two ways in which a player 
can definitely increase his knowledge of 
an opponent’s variant. The trivial case is 
when the counter is played, when it may 
be too late to take corrective action. The 
Intelligence table can be consulted, and 
may reveal the identity of the opponent’s 
variant, nullify it, or increases your 
knowledge of which counters the opponent 
has not drawn. Figure one givesa 
summary of the probabilities of your 5 
BRP investment affecting the variant 
war. 


Probability 
Result Basic w/C-intelligence 
Nullify 8.4% 0% 
Reveal 8.4% 2.8% 
*Draw unused 
counter 25.2% 14% 


(*Assumes that the loss of Foreign Aid 
option is waived and that this is the first 
consultation having this effect.) 


Is it worth spending 5 BRPs for this? 
Most Allied players would give 5 BRPs to 
keep Spain neutral, but few could afford to 


~ consult the table every turn. The Axis 


variants are generally more significant 
than the Allied (see below), and the Axis 


. do not have BRPs to spare in the early 


years. 1939 is a particularly good year for 
Allied intelligence, as the Axis will 
struggle to find the ten BRPs for 
counterintelligence. For the French to 
trade BRPs with the Germans and have a 
chance to reveal a variant is wonderful. 
The Russians will also have BRPs to 
spare. The French could continue 
spending in 1940, but the Russians may 
be wiser to consider Base growth. Even in 
1939, the Russians might prefer to spend 
on Foreign aid (see below). Any country 


using Foreign aid or Intelligence should 
use leftover BRPs which, when multiplied 
by the growth rate, can have little effect 
on long term base figures. It is also worth 
a conscious check on the options; would 
the BRPs be otherwise useful for a 
declaration of war, offensive or grant to 
power with a higher growth rate? 

It is unlikely that both sides will 
discover the identity of their opponent’s 
variant from the Intelligence table, buta 
few useful clues can be gained (e.g. by 
drawing unused counters or watching 
your hard-pressed opponent deciding 
whether to spend his sorely needed BRP 
on counterintelligence). What else can you 
do? I suggest keeping at least a mental list 
of the variants still available. You have 
crossed off one already and any others 
that you discover via intelligence can also 
go. Every turn of the game you may be 
able to cross off some more. Firstly there is 
the time scale. If our opponent does not 
play his counter during the opening setup, 
then an Allied player does not have 
“better French pre-war preparation” and 
an Axis player is unlikely to have 
“Mussolini encounters less Royalist 
opposition.” By winter 1943, the Axis 
does not have a variant that will effect 
play significantly, and the Allies are only 
likely to have “strategic bombing”. 
Secondly, events in the game will provide 
help. If the Axis player does not attack 
Russia immediately after the fall of 
France then he is unlikely to have 
“Turkey becomes a minor ally” or “early 
activation of Finland et al”. If the British 
take offensives in the Mediterranean to 
the detriment of France then they are 
unlikely to play the Free French variant. 
Thirdly, your opponents allocations of 
resources to SW and his emphasis on the 
bomber or U-boat campaign may help to 
show whether he has one of the SW 
variants. In some games, such 
information will lead to one conclusion. In 
most, it will at least cut the number of 
possibilities by half. 


Reaction 

You now have a general idea of the 
type of variant that your opponent holds. 
The question is, what can you do about it? 
I said before that the Axis variants were 
generally better than the Allied ones. This 
is because half of them not only cause a 
shift in the BRP balance, but also provide 
control of objectives, important areas of 
the board and an increase in the force pool. 
These are the Axis minor allies, of whom 
Spain and Turkey are most feared. At first 
sight, the Allies have an answer to all of 
these variants and more, namely Foreign 
aid is matched then it becomes a straight 
BRP trade off (and the Allies genuinely do 
have BRP to spare at the beginning of the 
game). Imagine the Allies cancelling BRP 
for BRP with the Axis in 1939. The result; 
the Axis have zero BRPs and cannot even 


BattlePlan #8 


Page 57 


Third Reich (Avalon Hill Game Company) 


invade Luxembourg! The Allies still have 
75 BRP to spend. 

Unfortunately, the restrictions on 
who can give aid to whom make this only a 
partial solution. The little that can be 
done is still worth while, though. A 
British grant of only one BRP to Spain, 
Turkey, Iraq, and Vichy will cause the 
German to worry if he has a related 
variant. If he meets your expenditure, try 
sending one more. The moment that an 
Axis player chooses to meet your foreign 
aid may be revealing. If he gives aid to 
only one minor, he has given the variant 
away (or has he?). Russia can only aid 
Bulgaria and Huggary (the least useful 
allies) but has more BRPs to spare than 
Britain in 1939. After building the force 
pool and occupying East Europe, the 
Russians will have 18 effective BRP left 
and a growth rate of 30%. They can carry 5 
BRP forward to 1940 where they will 
produce a permanent growth of 2 BRP in 
1941. Figure 2 shows the 1941 base 
resulting from sending between 0 and 18 
BRP in Foreign aid. 


1939 Foriegn Aid 1941 Base 
0 126 
2 126 
18 124 


Axis Variants 

1) Iraq becomes German Minor ally. 
Iraqi forces have two ports, two beaches 
and 15 BRPs worth of colonies that they 
are able to move into. The loss of these 
could be a major blow to the 
British/French in 1939-41. The Axis could 
SR reinforcements via Beirut and Haifa 
and threaten Suez from the rear. The Iraqi 
infantry cannot take a port on the turn of 
activation, so the British will have time to 
respond. The cheap solution is the same 
for Lebanon-Syria going Vichy: place two 
fleets in Port Said and prevent supply to 
Axis reinforcements. Perhaps a more 
serious threat is the disruption of Lend- 
lease. Iraq can take both Tabriz and Sarab 
in one turn. The solution is for Russia to 
garrison Sarab with 3-3 or for the British 
to garrison Mosul with a 3-4 and a 1-3. 
This response does tie up forces which are 
needed elsewhere and should only be 
attempted if your intelligence suggests 
that an Iraqi coup is likely, Norway is 
Axis, or Leningrad is in danger. The Axis 
should play this variant when the British 
are hard-pressed for fleets (e.g. in the 
opening turn), when pressure is being 
mounted in the Med (e.g. by threats to 
Malta and Suez), or when the Axis expects 
two turns in a row. Otherwise they should 
keep the counter until loss of grants to 
Russia for only one or two turns has 
become critical. 


2) Irish resistance. This is very 
powerful if played at the right time. It can 
be used in 1939 to reduce the size of the 
B.E.F. or ease the way to Alexandria, but 


this is really a waste. The best play would 
seem to be during a direct attack on 
British possessions, perhaps in 1941. The 
variant effectively reduces British forces 
for one year. If, by Summer 1941, the Axis 
has conquered France and Spain, Britain 
is threatened by air, airborne and 
amphibious assault and the Italians are 
on the El Alamein line, then play of this 
variant can be deadly. Britain can only be 
saved from invasion by giving up its Med 
position. Even if the British remain in the 
war, they lose will 50 BRPs, Lend-lease is 
impossible, there are only two fronts left, 
the Russians are threatened from the 
South, and Italy is a solid Axis partner 
with fleets in the Atlantic. 

If you suspect that Your opponent 
has this variant, worry, build all ASW not 
SAC, fight in France a la outrance, and 
send lots of Foreign aid to Ireland. 


3) Vichy becomes German minor ally. 
This counter gives the Axis an advantage 
even before playing it. Many Axis players 
will not enter Vichy territory for fear of 
adversely affecting the activation die roll. 
This counter relieves those fears, but the 
German player would not make this too 
apparent to his opponent. The extra forces 
of Vichy (especially fleets) will be 
welcome, but the real power of this 
variant depends on the prior Vichy/Free 
French determination die roll for 
Lebanon-Syria. If the area becomes Vichy, 
then this variant has the same threats as 
number I, but cannot be countered by 
supply blockading. 

The Allies should always try to use 
up as many French forces as possible in 
the battle for Paris. If your counterattack 
does not succeed, try and get everybody 
killed. This may sound heartless, but the 
fewer Vichy forces the better, and after all 
its only a game. Pay particular attention 
to air and armor, try to get them into the 
counterattack. Blowing the French fleet 
and taking some Italians with them would 
be perfect, but it is unlikely that your 
opponent will oblige. French forces in the 
Med should be few. If you have been 
relatively successful in the above steps 
and Lebanon is Free, then the effect of this 
variant will be minimal and Foreign aid is 
probably superfluous. If aid fails and the 
situation is dangerous, then the British 
can try a Dieppe style raid to take Paris or 
Vichy. Alternatively the British (or 
Russians?) can conquer Lebanon, costing 
10 BRP for the declaration of war. If the 
Axis do not hold this variant, then 
attacking Vichy France may be 
equivalent of giving it to them as an extra 
(with the plus 2 modification). 


4) Spain becomes an Italian minor 
ally. This isa very good one. Spain has a 
reasonable force poo! with useful air units. 
The armor unit doubles Italys’ 
exploitation capacity. Spain is also easy to 
defend from the Atlantic side. The main 
value of Spain is its strategic position. 


Gibraltar can be taken and the 
Mediterranean sealed, without a clash of 
“fellow fascists”. Spanish forces can then 
fight in Russia. It is probably best to join 
an Italian offensive via Persia. The Axis 
has to play it in Spring 1941, but can still 
affect the power of this variant by good 
preparation. Gibraltar cannot be seriously 
assaulted before summer, which is rather 
late for a Britain before Russia strategy. 
Therefore, my favorite use would include: 

a) conquering France by summer 
1940 

b) attacking Russia in fall 1940 

c) enduring a turn flip-flop 

d) taking two turns in a row because 
of the intervening Year-start sequence, 
and on the second turn activating Spain 
and moving in for the assault on 
Gibraltar. 

Generally, the Axis gain more by two 
turns in a row at this stage because of 
their greater offensive potential. Even the 
combination of attrition in the East and 
Med in winter 1940, and offensives in 
Spring 1941 can be decisive. 

Italy must posses 5 objectives for this 
to be played. There are no easy pickings in 
the Med and the fall of Gibraltar will 
make the task so much easier that it Is 
best not to waste resources here. The 
Italians should defend staunchly, try to 
look threatening and take anything 
offered. Even this is hard enough. I seem 
to be in a minority in thinking that an 
Italian conquest of Yugoslavia is foolish, 
but perhaps this variant is worth the risk. 
Only one Italian unit need campaign in 
France to claim a share of the spoils. 

Allied Foreign aid to Spain can stave 
off this variant. Holding France for as long 
as possible is always a good idea. 
Knocking out Italy in the first two turns 
should also be considered (see below). 
Gibraltar should of course be garrisoned 
whenever feasible, but a conscious check 
in winter 1940 could pay dividends. A 
preemptive attack on Spain could be 
disastrous; only consider this if you are 
sure that the Axis holds variant 4. If you 
decide to fight strongly for Gibraltar take 
care that any surviving air units are not 
trapped in Morocco. 


5) 1 would be disappointed to draw 
this counter. Even with good Axis play 
Hungary, Rumania, Bulgaria, and 
Finland will only activate a couple of 
turns early. The forces gained will be 
offensively useless. The Axis will have to 
conquer France, declare war on Russia, 
and match the Foreign aid to Bulgaria 
and Hungary. This will restrict builds. 
Probably the best use would be for an 
early attack on Turkey via Bulgaria. 
Turkey provides a land route to Suez and 
an alternative route to the Caucasus. This 
approach has novelty value but the forces 
required to conquer Turkey are just as 
useful elsewhere. 


Page 58 


BattlePlan #8 


Third Reich (Avalon Hill Game Company) 


Ifthe Axis attack Russia early, then 
Britain can relax a trifle and some BRPs 
should be sent to Finland and Rumania. 


6) Germany expands production. 
Extra BRPs are always useful and this 
variant can give the Axis morale a boost 
ata time when things are about to go 
downhill. It helps with the deterioration 
SW position but is certainly not a war 
winner. It will not produce a turn flip-flop 
because the Axis should still be moving 
first. 

The Allies cannot prevent the play of 
this counter. 


7) Turkey becomes a German minor 
ally. This is another good one, comparable 
with #4. Turkey has a respectable force 
pool, although it is not as useful to 
Germany as it would be to Italy. The 
major advantages are the strategic nature 
ofthe Dardanelles, and Turkeys’ 
proximity to the southern Lend-lease 
route. This is the only variant that can 
make a first turn invasion of Russia more 
than a romantic adventure. Probably the 
best use is to attack Russia as early as 
possible after the fall of France, achieving 
Lwo turns in row (as in #4), and activating 
Turkey on the first of these turns. The 
combat factor advantage condition will 
require some cramming. 

This play should destroy the British 
position in the Med and cut deep into 
southern Russia. Try and complete a 
gigantic encirclement in Russia by joining 
forces from the west, and leave Britain 
holding only Gibraltar in the Med. The 
Turkish fleet might carry some infantry to 
the Crimea. Ifthe Russian navy is in the 
Black sea, borrow some Italian fleets and 
at least threaten. 

Apart from Foreign aid, the Allies. 
have two ways of nullifying this counter. 
Turkey might become a British ally before 
the chit is played. The conditions are 
usually hard to achieve before 1943. If you 
suspect that your opponent has this 
variant, then at least try for the seven 
objectives (Tripoli should be possible) and 
put pressure on him. Failing this, Turkey 
can be conquered prior to activation by the 
Russians. Conquest should be as soon as 
possible. The campaign must be over by 
the fall of France. Unfortunately, this 
dues not leave much time for intelligence. 
The Russian sacrifices may be in vain. The 
conservative solution is to wait and hope 
that the Axis misplay the variant. If the 
Germans attack Russia early, load the 
Middle East with British troops and 
declare Turkey the new second front. Try 
to force a defensive mentality on the 
Turks. 


8) Submarine warfare very 
successful. The 3-2 ratio is easy to attain if 
Murmansk is not a drain. Slower US 
deployment will inhibit the Allied 
reconquest of France. The blow to US 
power could well delay the game for one 


turn. It also encourages the common Axis 
tactic of aiming for massive exchanges 
with US forces, especially air units. These 
US forces have to redeploy and so are lost 
for one turn. 

Besides finding a solution to the U- 
boat menace, there is little that the Allies 
can do to prevent this. Its effectiveness can 
be reduced by keeping US forces for Home 
defense and nearby duties in France, 
while the British undertake any more 
exotic campaigns (the usual story). 


9) Mussolini encounters less 
opposition to armament program. I am 
biased in favor of this variant. Anything 
that raises the stature of Italy as a great 
power must be welcomed. The extra armor 
gives the army the ability to exploit the 
full distance of 5 hexes (i.e. from Libya to 
Alexandria), The extra BRPs raise the 


Italian total for 1939 to the magic figure of 


100. If the Italians play their variant 
during opening setup, they can spend 50 
BRP per turn and so open their war with 
an offensive (35 + 15 BRP). The variant 
can never make this difference again. 
Sadly, the first turn offers little in the 
Med. One armor unit does not go far. An 
amphibious invasion will probably be 
intercepted by the French (see 3). Spain, 
Turkey, and Yugoslavia are too tough for 
a surprise attack. More might be achieved 
in the West. The Germans forego Warsaw 
for a turn, invade Luxembourg, and 
exploit from Sedan. The Italians (with 
German air and armor support) attack 
and exploit across the Alps. French forces 
including the Maginot line will be 
isolated, and German armor will be 
adjacent to Paris. This course of action 
costs at least 90 BRPs and can come to 
nothing. Probably the best play is for the 
Italians to build during the first turn (one 
fleet, three armor, three infantry, and five 
replacements). This should make Italy 
safe from the two turn conquest (see 
below). The armor aboard ship in Libya 
and the air units in south Italy should 
worry the Allies. If no clear objective is 
available in winter, don’t risk anything. 
The British must have weakened their 
commitment to France. Declare war, keep 
the armor in position, give the air units 
and any spare BRPs to Germany. 

If this variant is played, the Allies 
will face one turn of crisis which they can 
overcome by stretching. Keep one air unit 
in the Med, place a fleet in Malta and 
move the infantry there to Egypt. Move 
some French to the Med temporarily. Try 
the early conquest of Italy if the 
dispositions look faulty or plan for Italian 
surrender. 


10) Jet-fighters are mass-produced 
earlier. The biggest result of this may bea 
temporary revival of the U-boat 
campaign. The Germans can build fewer 
Interceptors and thus more submarines in 
1942. The bombing will seldom be of direct 
Importance, the Germans merely making 


sure that their tactical air force is not 
depleted. The +] DRM can disappear ina 
run of good or bad luck. 

The best way to counter this variant 
is to ignore the strategic air war. In the 
early years ASW take priority and even 
later the 3-2 trade in BRP (or 9-4 in this 
case) is not a great bargain. This variant 
may be of some relief to the Germans, but 
should present no problems to the Allies. 


Allied Variants 


1) Better French pre-war 
preparation. This saves the French 10 
BRPs in 1939, and makes an Axis first 
turn invasion less likely. From the Axis 
point of view, the worst that can happen is 
that an Allied attack on the Low countries 
is encouraged. 


2) French economic boom. This could 
be the most powerful Allied variant. The 
extra BRPs could be used to finance a 
counter air attack in 1940, or a last 
attempt to save Paris by a series of low 
odds attacks. A more decisive use would 
involve setting up a turn flip-flop in 1939 
or early 1940. What do the Allies do with 
their two turns? When setting up an 
“artificial” flip-flop, it is important to 
make sure that you have less to lose than 
your opponent. The greater offensive 
power of Germany means that the Allies 
must be careful and that their objective 
must be important. Only Berlin or Rome 
will do. The clearance of Libya would be 
temporary and Norway is not as 
important as some writers seem to think. 
Berlin is only possible if the Germans are 
foolish and unlucky. If your opponent 
loses heavily in Poland (2 armor and 1 air 
unit) and insists on building all air and 
airborne in the force pool, then his ground 
forces will be very weak. Rome can be an 
easier target despite the Geography, but | 
Allied planning must start with the first 
turn of the game. 

Add the 40 BRPs to the year start 
total. France can then pay for the 
declaration of war on Italy if necessary. 
French infantry must be on board ship in 
the Med as well as both British armor 
units. British air units must be in 
Portsmouth, and 4 Fleets should be in 

iibraltar. As long as both armor can 
make it to Italy in fall 1939, either via 
Marseilles or a beach hex, the Allies can 
penetrate four consecutive lines of 
defense. Few purely Italian defenses can 
stop this. If the Germans assist by sending 
forces south, then the French are saved 35 
BRPs. Few Italian forces can be built (2 
replacements), and an attack on Berlin 
may be made significantly easier. 

Whichever objective is chosen, the 
Allies should still have some BRPs to 
spend on critical builds (e.g. armor and 
air) in fall 1939. Of course, the Germans 
will still get a reverse flip-flop sooner or 
later, but the British can place everything 
they have in Britain and the Med is fairly 
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safe if Italy falls. France will be overrun 
quickly, but who cares? 

What can the Axis player do about 
this? It is possible even without the 
variant but tougher. Realize that the 
Allies will need immaculate planning and 
some luck, and try to make things as 
difficult as possible. Leave the infantry in 
Albania (to starve if necessary) and keep 
all 4 fleets for interception. If one of the 
assaulting armor is forced back to port, 
Italy is probably safe. Keep Italy out of the 
war, and build instead. Concentrate forces 
inland and especially around ports (the 
Allies still havetto assault the beaches). 
Have three ranks on the French border. 
The Germans should leave one air unit in 
the pool and build infantry and 
replacements instead. Garrison Berlin, 
keeping all air units within four hexes but 
preferably at staging distance of a base 
within four hexes of Rome. Place some 
German armor near the Italian border 
and some infantry aboard ship in north 
Germany. 


3) Free French. This is superficially 
very attractive. Assured control of 
colonies, fleets and what ever else escapes 
the fall of France. It would make the 
British position secure except against an 
attack on Gibraltar. France is very 
unlikely to go Axis, and can be quietly 
deactivated. Italy is heading for an early 
surrender. 

French troops should be moved to the 
Med, at first discreetly, and in fall 1940 as 
fast as possible. Leave 2 armor and air 
units in France until the last moment. 
Britain should contribute 5-7 ground 
units and 4 air to the western front. The 
allies must be aggressive if Paris is to hold 
on long enough. Attrition options are not 
good enough. Britain’s builds will be 
delayed in 1939 and they may get 
dangerously near the U-boat threshold in 
1940. Never mind, the British will gain at 
least 85 BRPs worth of units and 20 BRPs 
in colonies if Paris is still friendly in fall 
1940. Ignore the chance of a first turn flip- 
flop. Consider an attack on Belgium 
instead. Definitely take Luxembourg. 
Counter air any available Axis air units. 
Keep British units in front of Paris 
covered by all air units. Counterattack 
critical hexes at 1:1 or even 1:2 if French 
units can be rebuilt in position (i.e. no 
adjacent Axis armor). A big attrition can 
be very effective if Axis armor occupies 
critical hexes alone. Try for 41+. Keepa 
reserve behind Paris ready to counter 
attack. 

The Axis solution is obvious. 
Conquer France by fall 1940. Remember 
that this is the usual time of conquest and 
don’t panic. If this target date looks 
unlikely, there might be weaknesses 
elsewhere. Can the Italians take Suez? An 
amphibious assault on the British coast is 
unlikely to succeed, but can stop British 
replacements to France for a turn. Make 


Britain pay a heavy price in air units. Try 
and overrun North Africa. 


4) If you draw this counter, — 
“accidentally” reveal it and demand to 
start again. It’s an insult to the 
Dominions. 

5) US Navy makes full commitment. 
Some relief from the U-boats. I prefer the 
previous direct ASW support (2nd Ed.) but 
this variant gives Britain more spending 
power in 1940-41. There is no point in 
holding back the submarine war is still 
profitable in the early years. 


6) America concentrates her navy in 
the Atlantic. The problem with variants 
involving the US is that they only take 
effect well into the game. The Allied 
player has the secret knowledge that 
things will get better after the first couple 
of years. I don’t wish to sound like that 
bore Churchill, but practical help in 1940 
realiy would be preferable. This variant 
gives the Allies fuur benefits: 

a) 81 BRPs 

b) a possible total of 19 fleets 

c) parity in quality with the 
Germans, and 

d) the ability to deploy six fleets to 
Britain in Spring 1940. This is comforting 
but unlikely to change the course of the 
war. 


D Allied Strategic Bombing. Has 
anyone ever seen a single strategic bomb 
fallon Germany during a game of Third 
Reich? Twice zero is still zero. 


8) Higher shipping concentration in 
the Atlantic. Another late entry. Don’t 
these Americans realize there may be 
nowhere to deploy to? US forces still have 
to deploy at the usual rate until 1943. 
Losses can be replaced more quickly 
during the drive for Berlin and this 
discourages the Axis tactic of 
concentrating on US units (see comments 
on Axis variant #8). 


9) Successful Soviet five year plan. 
Something for the Russians at last! The 
equivalent of seven months Lend-Lease 
supplies whenever they want it. It can be 
used to gain an early turn flip-flop. If so, 
make sure that something happens in the 
west as well. The Russian player is often 
forced to “rescue” isolated units by 
destruction and rebuilding them further 
east. 50 BRPs is enough to prevent 
surrender by isolation in many cases. 
Many Russian players, therefore, treat 
this variant with a reverence that it does 
not deserve. There may be worse moments 
for Soviet fortunes, but generally the 
sooner a variant is played the more 
“interest” it yields. Try an offensive in 
Fall 1941. These BRP can pay for it and 
replace any lost forces (but remember that 
your spending limit is unaffected). Knock 
a few holes in the Axis lines, get rid of lots 
of small units (more than the Axis SR 


allowance), and make as much territorial 
progress as possible. An Axis offensive is 
impossible in the first winter, so there is 
no need for triple or double ranks. Rebuild 
your losses in the front line. Your winter 
offensive is likely to make better progress. 
With correct use of exploitation and 
consolidation, the Germans can be forced 
back to the 1940 frontier. They will 
recover and come back at you, but it will 
be 1942. The tide is turning. Your next 
sandcastle may stand up. 

Even if he knows of this variant, it 
would be intolerable for the Axis player to 
move every turn as though the Russains 
are about to get two turns in a row. There 
is a tendency for the Axis player to 
calculate the maximum BRPs that he can 
spend without reducing his total below 
that of the Allies in 1940-41. This is 
admirable, but makes spending to that 
limit very tempting (my ‘Monopoly’ 
strategy). Do you really need two 
replacements in Rostock? How will you 
use the Graf Zeppelin in the assault on 
Moscow? Keep a small reserve of BRPs 
and units in your force pool. Keep big 
units out of the front line if they are not 
attacking this turn. Garrison Minor 
capitals, Moscow, Leningrad, and Parnu 
as soon and as long as they are yours. Be 
particularly careful about the positioning 
of defensive air support in the first fall 
turn. Given two turns in a row, the 
Russian armor could get from Stalingrad 
to Berlin in a historical as well asa 
geographical sense. 


10) Severely hard winter. This can be 
very nasty for the Axis. I like to use it in 
the winter of 1942, and require US 
cooperation for maximum effect. The 
Allies can usually spend enough BRPs in 
Spring 1942 to keep the Germans on lead 
for the rest of the year (grants en route to 
Russia are not counted for initiative). By | 
winter, both western airborne, ten armor 
and perhaps fifteen fleets can be in 
positions in Britain and Gibraltar. This is 
the moment for two double offensives. 
Minimum objectives should be the 
recapture of Paris and Russia returning to 
the 1939 frontier. It is even possible for 
western and Russian armor to link up in 
central Germany. 

Usually this tactic is not decisive 
because the battered Russians are out of 
position and too weak to make much of 
their first offensive in winter 1942. This 
variant gives them 15 BRP to spend (2 
armor or airborne units) and the 
weakened German defense strength gives 
the first attack impetus. Even so, make 
sure that every attack will pay off next 
turn, otherwise you will be exchanging 
your precious units for enemy forces that 
will be isolated in the spring. The Axis 
player should deal with this variant in the 
same way as the first winter, while 
remembering any complications in the 
west. Garrison everything of supply or: = 
BRP value. Risk placing fleets in ports 
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such as Calais. Seal off the beaches with at 
least two lines of units rather than B A | . i E S C A RD GAM E 


defending them directly. 


Conclusions 
VARIANT CHIT HELP FACTOR Ri 
Axis Allied PESTE 
Decisive: 2,4,7,9 2,9,10 
Useful: 1,3,6,8 3,5,6 
A waste: 5,10 1,4,7,8 
‘ EASE OF COUNTERING 
Axis Allied 
Reasonabel: 1,3,5,7 3 à ‘ ‘ 
Possible: 2.4°8 7 We've all enjoyed the current best-selling fiction about 
Unlikely: 6,9,10 i 2 “a the next war. Even our wives and girlfriends read these 
sh books! Now there's a card game to make these readers 
d a 3 aa Casi rag > Da players of a fast action war/card game. All of the missile, 
assessing the worth of each variant. Fig. : 5 : 
ii air and submarine attacks, ECM, ASW and fighter 
played. ‘Decisive’ means that they can interceptions that make a good story are there in this 


lead to a lasting advantage and, 
presumably, victory. ‘A waste’ refers to 
my gut feeling when I draw these 
variants. Fig. 4 gives an idea of how easy 
it is to stop your opponent playing each 
“variant. ‘Reasonable’ means that you have 
a fair chance of voiding it before play, or 
devaluing it in play. Many of the Allied 
chits are impossible to stop. These tables 
could be combined to produce one of 
overall worth, but even cursory 
examination explains my bias in favor of 
Axis variant 9. The designers have built a 
clever asymmetric balance into rule 33. 
Generally, the Allied variants are less 


quick-to-learn card game packed with replay value. 


important but far easier to play. Available in February, Modern Naval Battles contains 
LEASE ine war of Se lense ane over 150 Ship and Action cards, a die and four illustrated 
exciting. The best games are those where 5 " 
both players have a counter to be played in pages of rules. Coming soon will be the Modern Naval 
| late 1940 or 1941. These seem to provide Battles Campaign Game Expansion Kit (NATO vs. 
the best combination of tension, surprise, W P i 
dad Challandaslf you drawa counter thal arsaw F act teams in actual ocean/war zones) and the 
you consider useless, or you cannot Naval Air Supplement adding aircraft cards. 
achieve the conditions specified, don't 
despair. A good variant cannot replace the <a 
blend of daring imagination and a ( C i i Sx Ais 
‘ conservative husbandry that Third ANE to Maye 


Reich requires. A poor variant can be 
kept secret as long as possible and may 
have your opponent nervously thumbing 
through the rulebook. Look at rule 33 
yourself in critical moments and try to 
look suppressedly excited. 

If you found no new ideas in this 
article I am sorry but we cannot reveal all 
our secrets. After all the Americans may 
soon be good enough to.play the British 
in/at Third Reich. 


“Keccommended Reading” - F&M Staff 
Canadian Wargamers 
Journal 


This magazine ts full of reviews, variants and strategy 


articles for board, computer and miniature wargames 
with a Canadian emphasis, but useful to all gamers. 

$10.50 (U.S. funds for non Canadians) for a six-issue, 
bi monthly subscription. (US postage paid).Send checks 
to: The Canadian Wargamers’ Group, 207 Bernard Drive 
N.W., Calgary, Alberta, Canada T3K 2B6. 


CS 


Game Designer’s Guidelines 

BATTLEPLAN publishes small, “mini- 
wargames” on occasion. While the designer is 
free to chose a “hot topic,” the phyiscal format 
for the published game must be able to meet 
the publishing criteria below: 
>Map size, 11” x 17” maximum, although 
smaller maps are not only permisable but 
preferred. 
>Rules, no more than 3,000 words, if 
possible. Low complexity levels preferred! 
>Counters, up to you. They can be full color, 
if needed (avoid back-printing), on cut-out 
cardstock inserts (so don’t have a lot of 
stacking, either, if you can help it!). 
>Charts & Tables, don’t go overboard. 

Begin by submitting a one page game 
proposal te: BP Games Editor, P.O. Box 8399, 
Long Beach, CA 90808. In it, describe 
generally the game you wish to design. 
Mention the topic, scale, complexity, and the 
number or counters, charts and tables that 
will probably be needed to make the game. 

If the proposal is accepted for 
development, you will receive a ‘go ahead’ on 
it, plus our standard “Poor and Obscure” 
contract (you didn’t think you’d get “Rich and 
Famous” designing little wargames did 
you?). The pay scale varies, but it is around 
$130.00 per game design, plus a royalty if we 
ever publish it seperately as a boxed game 
(don’t hold your breath). You’ll owe us two 
playtest copies of the game, plus a historical 
background article as well as designer’s 
notes. We’ll owe you the money, your name in 
the credits, and five copies of the game 
(presumably for your mother). 


Return With Article Submissions for 
BATTLEPLAN magazine 
AGREEMENT 
This agreement between BATTLE- 
PLAN magazine, a division of 3W, Inc., 
with its address at 5374 Village Road in 
Long Beach, CA 90808, and: 


Print your name here | 
(hereafter known as Author) of: 


e e ee 


l Insert title of article submitted 
(hereafter known as Work). 


WITNESSETH 

1. The Author affirms that no portion of the Work has 
been previously published, except for citations of 
portions of the work indicated to be such with due 
attribution. 

2. The Author affirms that no portion of this Work is 
concurrently submitted for consideration for publication 
elsewhere. 

3. Should the Work be published in BATTLEPLAN, it 
shall be understood and agreed that the Author will be 
compensated upon such publication at the most recently 
published honorarium rate. 

4. Should the Work be accepted for publication in 
BATTLEPLAN magazine, the Author assigns all his 
rights, title and interest in the Work to BATTLEPLAN 
magazine, or its assigns, absolutely. 


Date Submitted: 
Social Sec. # 


Author’s Address: 


State: Zip: 


Writer’s Guidelines 

We are always looking for new contribu- 
tors, many of whom come from the ranks of 
our readers. Often our readers write their 
very first published articles for BATTLE- 
PLAN. If you feel that you can express 
yourself clearly on paper, we invite you to 
submit your variants and reviews to us. You 
may write on any game or other related topic 
which you enjoy that might be of interest to 
our readers. We will consider articles on any 
type of historical, political or military adven- 
ture gaming product, particularly new 
releases (for current reviews). Variants and 
scenarios to both new releases and old 
favorites are particularly desired , however, 
they should be more of the “play-tested” 
variety and less “experimental” in terms of 
development and game balance. 

Manuscripts should be typewritten or 
computer printed with a dark ribbon on white 
paper, double-spaced, and amply margined. 
Computer printouts should be ragged right 
(not justified!) and burst. Game titles should 
be in upper and lower case letters and 
underlined (eg. Russian Campaign). 

Game and product reviews should be 500 
to 850 words in length, presented in a brief, 
capsulized format (see the adjoining review 
format guidelines). We are not looking for for 
in-depth analysis in a game review, merely 
brief concise descriptions of games. Variants 
of all sizes, but particularly short variants, 
clarifications and optional rules running 
from 350-1600 words are particularly wel- 
come, as are full blown scenarios and “mega- 
variants” (with cardstock compon-ents). Note 
that a “word” is defined as five letters plus a 
space, or six characters. Longer articles are 
still welcome, but shorter articles are best to 
start with and easier for us to publish. 

Submissions will not be returned to 
writers, so only send us copies of your work, 
not originals. A cover sheet should be inclu- 
ded with all submissions and contain the 
author’s name (as you wish it to be pub- 
lished), address, telephone number, sugges- 
ted title, and the date submitted. A completed 
facsimile of the writer’s agreement, left, must 
also be included with the article. 

Ease of editing will increase probabil- 
ities of article acceptance. The Editors defer 
to Fowler’s Modern English Usage, Strunk 
and White’s Elements of Style, and Webster’s 
New World Dictionary on matters of gram- 
mar, syntax, and spelling. 

All articles submitted automatically 
become the property of this magazine. In 
submitting an article, the author affirms that 
none of the material is copyrighted, previ- 
ously published or concurrently submitted for 
consideration for publication elsewhere. 
BATTLEPLAN currently pays 1.5g per word 
upon publication. All submissions should be 
sent to: Editor, Alan Emrich, P.O. Box 8399, 
Long Beach, CA 90808. Please include a 
stamped, self addressed post card for an 
immediate appraisal response. 

Some review copies of certain games are 
available at the office for established game 
reviewers. If you would like to write for 
ownership of the review copy as well as 
payment, please contact the Editor, who will 
let you know if a review copy is available to 
send to you. The Editor controls the writing 


Writer’s / Game Designer’s Guidelines for BATTLEPLAN magazine 


assignments, with the assistance of the 
various magazine Department Editors. 


Veteran Writer’s Guidelines 

If you already have some experience 
writing for gaming magazines, here is a more 
detailed description of the different types of 
features found in BATTLEPLAN. 


GAME REPLAYS: 

This is a basic analysis of a game (or 
game turn) described by being actually played 
out. It is a nuts-and-bolts look at the 
mechanics of the game’s operations, as well as 
strategies and tactics, as described through 
the playing of a game or just a turn or two. 
Generally, 5-7 ms. page length is about right 
for a short Game Replay, although longer 
pieces like those used in The General will be 
considered as well. Naturally, detailed 
examples of play, indicating specific board 
spaces and unit locations, combat results 
tables, die rolls, etc. almost entirely 
constitute this type of analysis article. A 
reader must really have felt like he has read 
a good, solid “test drive” of the game. 


STRATEGY ARTICLES: 

In addition to Game Replays, we are 
interested in strategy or other ‘how to play’ 
articles. These discuss game strategies, 
tactics, rules subtleties, tricks, etc. The best 
of these type of analyses cover not only what 
is best/optimum play, but also show why the 
suggested strategies and tactics are best by 
examining alternative approaches to the 
game. In other words, they are true analyses. 
This type of article requires exhaustive 
playtesting, but is often the most rewarding. 


VARIANTS: 

While virtually any suggested change to 
a game is a variant for it, we are more 
interested in brief, intelligent variants. 
These might be of the Quick and Dirty 
variety (1/2 - 1 1/2 ms. pages), which are just a 
few sentences or paragraphs suggesting an 
optional rule or changes to existing rules. 
Alternately, they might be more comprehen- 
sive revisions of already existing popular 
wargames running from 3-7 ms. pages or 
more. 


SCENARIOS: 

Scenarios are complete ‘games within 
games.’ They usually consist of listing 
alternate orders of battle and victory 
conditions. Occasionally, an odd chart or 
table is required to round out the components 
for a standard game Scenario article. Length 
may vary, but should be about 3-7ms pages. 


MEGA-VARIANTS AND SCENARIOS 

These babies are like the ones described 
above, except that they often require 
additional game components be created by 
the magazine such as counters, maps, charts 
and tables, game cards, etc. There’s is no 
telling on the length, but the components 
must conform to the physical production 
limitations description as previously 
described under Game Design for BATTLE- 
PLAN. 


BattlePlan #7 
Feedback Results 


Ranked by Popularity 


l. Zulu War Game 
2. Zulu War History 
3. Issue Overall 
4. Ath Edition World in 
Flames Preview 
15. Feedback Forum 
6. Okinawa Variants 
7. B-17 Variants 
18. Tank Leader Scenarios 
19 
1 


| 
19. Editorial 

110. Battle for Moscow mini- 

| campaign game 

'11. Shogun Variants 

|12. World in Flames strategies 
| and Classifieds (tie) 

| 14. Fireteam Scenarios 

15. Team Yankee scenarios 

. Ancients scenarios 


So what does this all 
mean? 


Finally, something bested this column in 
the ratings. I guess everyone was as excited 
and pleased as I was about the Zulu War 
mini-game feature in the last issue. I hope 
everyone interested has gotten a chance to 
throw a zillion dice in the face of those 
oncoming Zulu hordes, or stuck their spears 
in the thin red line. Hopefully, our next game 
will have a bit less complexity and playing 
time involved. Stay tuned. 

The rating for Issue Overall was very 
high. This is a good sign that, perhaps, I’ve 
hit the right “mix” of articles. As in the past, 
the more popular wargames tend to lead in 
the ratings. That's become an indicator to us 
that articles about the older, less played 
wargames are to be used as “spice” and not 
features in the future. This I will strive to do. 

World in Flames seems to be ever 
popular. Let's see if Third Reich has any 
reader amour. Otherwise, it seems that we 
never miss with an article on a magazine 
game, so watch for more of those. 


Reader's Comments: 


“Pd really like to see much more 
regarding Play-by-Mail, both articles and 
General Information” 

-Bartow Riggs, Sacramento, CA 

“Play-by-Mail information and contact 
opportunities are very important to me and, I 
believe, it is neglected and is important to 
build stronger and more numerous contacts 

«between wargamers old and young. As you 
print little historical material and a majority 
of gaming information, you magazine would 
be an excellent forum for this area of 
gaming...” 

-Keith Rowe, Salina, KS 

"I, too, would like to see much more on 

Play-by-Mail wargaming. I think you have 


Feed back Forum 


neglected something that is important to 
your readership.” 
-Louis J. Sheehan, Anchorage, AK 

Whew! Looks like PBM wargaming has 
really touched offa responsive chord with you 
readers! 

From an Editorial standpoint, ld love to 
give you everything you ask for. Your 
comments about BattlePlan being the 
“right” place I can only agree with. Since we 
have a readership made up ofalmost 
exclusively “Grognards”, we don’t have to 
pander to “Adventure Gamers” or the more 
casual wargaming audience. BattlePlan, in 
that regard, is something like an elitist 
newsletter grown up into a professional 
magazine. Well, we can afford it. 

But! digress. If you want to open this 
magazine to the new frontiers of PBM gaming, 
I'll need some PBM articles to publish. 
Naturally, I won't be too choosy at first, but I 
can’t print what! don’t have. Somebody out 
there reading this better start writing, because 


your wargaming magazine needs you! We 
need PBM articles!! 


“I liked the Ancients scenarios, and I 
don’t even have the game. I may buy it now!” 
-Thomas M. Kane, Farmington, ME 

That's the spirit! It's really a fine game, 
too. Now, if only we could get them to 
advertise... 


“I just finished reading #7 and it was a 
great issue. The graphics for Zulu War are 
superb. 

I have a question on an apparent 
contradiction in the game. The Historical 
Notes and Set Up and Reinforcements 
mention Wood’s Column. The Roster Sheet 
and counter do not. It appears that Wood’s 
column belongs in the game. If so, what is the 
strength and when will the counter be sent to 
subscribers?” 

-Donald R. Garlit, Redford, MI 

“I bought your issue which contained the 
game Zulu War and I have a complaint! In 
the Set Up positions for the British, Wood’s 
Column is supposed to be in Square one! 
There is no strength given for Wood’s Force 
and no further mention of this in the rules! 
Could you please let me know about Wood’s 
Force as soon as possible.” 

-Joseph Bryan, Philadelphia, PA 

Oops. That one is our bust. Details are in 
the Editorial on Page 2. Wood belongs there, 
there were justa few minor oversights which 
led to his untimely demise. 

“The time is past when [you] should do 
something as silly as putting rules pages 
back-to-back with articles. If you can afford to 
print the magazine, you can afford to avoid 
this.” 

-Jon S. Cleaves, Springfield, VA 

Well, Jon, it’s like this... 

This was supposed to be a stand alone 
“pull out” section of rules, not unlike what 
you find in S&T. Unfortunately, it didn’t 
work out that way. Blame my inexperience in 
graphic designand lay out. 

Alll can do ıs better in future issues, and 
this I will strive to do. Sorry. 


“This is my first issue of BattlePlan, 
and I am quite impressed! What a vibrant, 
exciting magazine! I am particularly 
impressed by the quality of the graphics in 
Zulu War, the mini-game. However, | do 
have one complaint. The top quarter of the 
upper row of counters, was cut off on my copy 
of the Zulu War counter sheet.” 

-Jeff Nelson, Council, ID 

There isa feeling among some game 
publishers that printers, like lawyers, should 
be the first against the wall when the 
revolution comes. You can thank our buddy 
“Dave” the printer at Central Coast Printing, 
who is certainly the bane of my Art Director's 
existence. Hopefully, the replacements you get 
in S&T will mend this problem. 


“Great B-17 articles! The author should be 
richly rewarded and encouraged to write 
more!” 
-Phil Richards, Denver, CO 

That’s strange. The by-line on those 
articles is also “Phil Richards” from Denver, 
Colorado... 

I would like to encourage you to write 
more, however, Phil. 


“I noticed a few misprinted rules in my A 

House Divided article in #6: 

1. A Union overwhelming is by Oct. ’63, not 

°64. 

2. Resolving Battle Rounds “1. Unless fired 

upon, infantry may NOT fire at enemy 

cavalry...” 

3. Example 1: (third sentence) “The Union 

infantry may NOT fire at the CSA cavalry 

piece. 

4. Leaders: 3.e. 1964, not 1894... of course.” 

-Benjamin C. Hackman, Alexandria, VA 
Please forgive my predecessor. Hopefully, 

you'll not find me to be the Sweeny Todd of 

Editors (like some I’ve written for). The GDW 

Third World War scenario sound good... 


“...On your Zulu War you have the right 
idea. I like the way you printed it on a ‘slick’ 
paper. This will allow one to cut the counters 
out and then glue them to blank counters. 
Much, much better than your Fortress 
Europa treatment of using cardboard stock 
making it hard to cut the counters out evenly. 
The game looks very good with excellent 
graphics and excellent charts and tables.” 
-John Spurgeon, Kansas City, KS 

It’s always nice to hear when you've done 
something right. We'll stick with this format, 
striving to improve tt in small ways until we 
work out all of the kinks. 


Remember: 

We need Play-by-Mail articles 
for BattlePlan. Don’t let your 
fellow grognards down. We've all 
been in this hobby for many, many 
years now, and Play-by-Mail isa 
demand topic. If you can write you 
moves for a PBM wargame, you can 
write an article about it. 

Write early, and write often! 
-Alan Emrich, Editor. 


BATTLEPLAN 


Issue #8 January /February 1989 
How to use the Feedback Response Card: 
After you’ve finished reading this issue of 
Battleplan, please read the Feedback 
questions below, and give us your answers by 
writing the answer-numbers on the card in 
the response boxes which correspond to each 
questions number. The response card is to 
your right, on the bottom corner. 


Please be sure to answer all questions (but do 
not write anything in the box for question- 
numbers labeled “no question”). Your 
answers will help steer Fire & Movement and 
Battleplan magazines, which will, in turn, 
help steer the hobby. 


What the numbers mean: When answering 
questions, “0” or a dash “-” always means NO 
OPINION or NOT APPLICABLE. When a 
question requires a “yes or no” answer, “1” 
means YES and “2” means NO. When the 
question is a rating question, “1” is the 
WORST rating, “9” is the BEST rating, “5” is 
an AVERAGE rating, and all numbers in 
between express various shades of approval or 
disapproval. 


The following questions ask you to rate the 
articles in this issue [1 =poor; 9 =excellent; 
0 = no opinion]. Be sure to rate the article, not 
the game, book or product reviewed! 


1. Editorial 

2. Eastern Front Solitaire variant 

3. Zulu War variants 

4. Bismarck errata & variants 

5. Druid scenario 

6. Drive on Frankfurt variants 

7. Axis & Allies historical scenario 

8. Nuckear War / Risk! variant 

9. Empires in Arms strategies 

10. Air War aircraft variants 

11. Fortress America variants 

12. Blue Max American aircraft variants 
13. CV Scenario 

14. Up Front scenario 

15. Fire Team variants 

16. Kanev variants 

17. Third Reich map insert & variant 
18. Third Reich 5th Edition rules peek 
19. Third Reich 1940 Scenario 

20. Third Reich 1941 Scenario 

21. Third Reich 1945 Scenario 

22. Third Reich additional variants 
23. Third Reich local & limited wars 
24. Third Reich General variant rebuttal 
25. Third Reich variant chit analysis 
26. Gamer’s Guide Classifieds 

27. Feedback Forum 

28. Issue Overall 


29. Was this issue better than the last one? 


30. Assume that you don’t subscribe to 
Battleplan. Would the quality of this issue be 
enough to get you to subscribe? 


31-32. No Question. 


Feedback Questions 


The results of the following questions 
comprise the statistics in the Fire & 
Movement Games Rating Chart. 
After each game title there are six 
questions lettered “A” through “F”. 
Unless otherwise noted, these 
questions are answered witha “1” 
(poor) through “9” (excellent) rating. 


Question A- What did you think of 
the game’s play balance and 
“excitement level” (was it 
challenging and interesting for both 
sides)? In effect, how was it as a 
game? 


Question B- What did you think of 
the game’s perceived realism (does it 
“feel” historically accurate)? In 
effect, how was it as an historical 
simulation? 


Question C- What did you think of 
the quality and “completeness” of 
the game’s rules (was everything 
thoroughly explained, including 
examples and illustrations)? 


Question D- What did you think of 
the physical quality of the game’s 
components (map, box, counter, art 
& illustrations, rules book, and/or 
CRT screen displays for computer 
games)? 


Question E- What did you think of 
the game overall, both as a game and 
as an historical simulation ona 
given topic and scale as well as the 
physical product quality? The single 
value at which you rate this must be 
considered as a synthesis of these 
elements, and the game’s success at 
merging them. 


Question F- How would your rate 
the Solitaire Playability of the game 
on a 1=none to 9= perfectly suitable 
for solitaire play scale. This number 
represents the ease of getting the 
maximum amount of the enjoyment 
and learning from the game systems 
through solitaire play. 


Question G- Did you receive your 
money’s worth for the game? 
(1 = Yes; 2= No). 


If your have not played these games, 
or have not played them enough to be 
able to accurately evaluate them, 
simply place 0’s or dashes ( - ) in all 
the boxes. 


Eastern Front Solitaire 
(Omega) 

33. A (as a game) 

34. B (as a simulation) 
35. C (the rules) 

36. D (the graphics) 

37. E (overall) 

38. F (solitaire) 

39. G (money’s worth) 

40. No question 


Zulu War (BattlePlan) 
41. À (as a game) 

42. B {as a simulation) 
43. C (the rules) 

44, D (the graphics) 

45. E (overall) 

46. F (solitaire) 

47. G(money’s worth) 
48. No question 


Bismarck (AH) 

49. A(as a game) 

50. B (as a simulation) 
51. C (the rules) 

52. D (the graphics) 
53. E (overall) 

54. F (solitaire) 

55. G (money’s worth) 
56. No question 


Druid (West End Games) 
57. A (as a game) 

58. B (as a simulation) 
59. C (the rules) 

60. D (the graphics) 

61. E (overall) 

62. F (solitaire) 

63. G (money’s worth) 

64. No question 


Drive on Frankfurt 
(CounterAttack) 

65. A (as a game) 

66. B (as a simulation) 
67. C (the rules) 

68. D (the graphics) 
69. E (overall) 

70. F (solitaire) 

71. G (money’s worth) 
72. No question 


CV (Yaquinto) 

73. A(as a game) 

74. B (asa simulation) 
75. C (the rules) 

76. D (the graphics) 
77. E (overall) 

78. F (solitaire) 

79. G(money’s worth) 
80. No question 


Lee Invades the North 
(CounterAttack) 

81. A (asa game) 

82. B (as a simulation) 
83. C (the rules) 

84. D (the graphics) 

85. E (overall) 

86. F (solitaire) 

87. G (money’s worth) 
88. No question 


The Horse Soldiers (S&T) 
89. A (as a game) 

90. B (as a simulation) 

91. C (the rules) 

92. D (the graphics) 

93. E (overall) 

94. F (solitaire) 

95. G (money’s worth) 

96. No question 


In Their Quiet Fields (The 
Gamers) 

97. A(as a game) 

98. B (as a simulation) 

99. C (the rules) 

100. D (the graphics) 

101. E (overall) 

102. F (solitaire) 

103. G (money’s worth) 

104. No question 


Nicaragua! (S&T) 

105. A (as a game) 

106. B (as a simulation) 
107. C (the rules) 

108. D (the graphies) 
109. E (overall) 

110. F (solitaire) 

111. G(money'’s worth) 
112. No question 


The Indian Mutiny (S&T) 
113. A (as a game) 

114. B(asa simulation) 
115. C (the rules) 

116. D (the graphics) 

117. E (overall) 

118. F (solitaire) 

119. G(money’s worth) 
120. No question 


Pegasus Bridge (S&T) 
121. A(asa game) 

122. B (as a simulation) 
123. C (the rules) 

124, D (the graphics) 
125. E (overall) 

126. F (solitaire) 

127. G(money’s worth) 
128. No question 


Campaigns in the Valley 
(S&T) 

129. A (as a game) 

130. B (as a simulation) 
131. C (the rules) 

132. D (the graphics) 

133. E (overall) 

134. F (solitaire) 

135. G (money’s worth) 
136. No question 


Tokyo Express (Victory) 
137. A(as a game) 

138. B (as a simulation) 
139. C (the rules) 

140. D (the graphics) 

141. E (overall) 

142. F (solitaire) 

143. G(money’s worth) 
144, No question 


Campaigns of Robert E. 
Lee (Clash of Arms) 

145. A (asa game) 

146. B (as a simulation) 
147. C (the rules) 

148. D (the graphics) 

149. E (overall) 

150. F (solitaire) 

151. G (money’s worth) 
152. No question 


Test of Arms (GDW) 
153. A (as a game) 

154. B (as a simulation) 
155. C (the rules) 

156. D (the graphics) 
157. E (overall) 

158. F (solitaire) 

159. G(money’s worth) 
160. No question 


Empire (Interstel) 
161. A (as a game) 

162. B (as a simulation) 
163. C (the rules) 

164. D (the graphics) 
165. E (overall) 

166. F (solitaire) 

167. G (money’s worth) 
168. No question 


Fire Brigade (Panther) 
169. A (as a game) 

170. B (as a simulation) 
171. C (the rules) 

172. D (the graphics) 
173. E (overall) 

174. F (solitaire) 

175. G (money’s worth). 
176. No question 


T 
OMPLEAT 
TRATEGIST 


Adventure Game Headquarters 
Fantasy and Wargame Headquarters 


Please write for our free 32-page catalog: 
The Compleat Strategist, Attn: Catalog Manager, 11 East 33 Street, NY, NY 10016 
Toll Free for orders only: 1-800 225-4344, Amex/MC/Visa, $40 min. 


(703) 532-2477 MA: 20] Massachusetts Avenue, Boston, MA 02115 (617) 267-2451 
(201) 744-6622 PA: 254 W. DeKalb Pike, King of Prussia, PA 19406 (215) 265-8562 
2011 Walnut Street, Philadelphia, PA 19103 (215) 563-2960 


NY: 11 Eost 33 Street, New York City, NY 10016 (212) 685-3880 VA: 103 East Broad St., Falls Church, VA 22046 
320 West 57 Street, New York City, NY 10019 (212) 582-1272 NJ: 215 Glenridge Avenue, Montclair, NJ 07042 
MD: 231 Park Avenue, Baltimore, MD 21201 (301) 752-1493 FL: 5406-8 Stirling Road, Davie, FL 33314 (305) 961-5660 


PLAY BY MAIL GAMING PLAY BY MAIL GAMING 


PAPER MAYHEM 


“The Informative PBM Magazine — 


Having'a hard time getting enough players 
together for your favorite role playing or boar- 
dgame? Eliminate this problem by joining the 
world of play-by-mai! gaming 


Subscribe to PAPER MAYHEM and discover 
the world of play-by-mail (PBM) gaming Virtually 
every facet of PBM gaming is covered by PAPER 
MAYHEM Fantasy. science fiction. historical 
and sports Each bimonthly issue brings you the 
latest on various PBM games in the forms of 
reviews and articles 


Also in PAPER MAYHEM. you learn about 
what the PBM companies are doing by reading 
our Gameline section Plus. in our PBM Activi- 
ty Corner section. you can see what is happen- 
ing in the current PBM games that are running 


PAPER. MAYHEM has been publishing news 
about the PBM games and companies since 
1983 We have improved and expanded to keep 
up with this ever popular activity of PBM gaming 


So why delay and miss out on all the fun? 
Read PAPER MAYHEM and take advantage of 
PBM gaming 


SEND SUBSCRIPTIONS TO: PAPER MAYHEM (Dept. BP) 
1518 Adams St Ottawa, IL 
61350 4764 
SUBSCRIPTIONS 1 year $20 25 
2 years $35 10 


CONTINENTAL RAILS 


Now YOU can become one of the famous (or 
infamous) railroad robber barons of the 1800's. 
YOU can be the tycoon to drive Vanderbilt 
bankrupt or the first railroad president to earn 
the Golden Spike. 


Continental Rails is a fully computer-moderated 
play-by-mail game simulating the growth of the 
American railroads between 1840 and 1890. 
Fifteen player tycoons compete for the glory of 
wealth or prestige by stock speculations and 
manipulations, and by building and running the 
most famous railroads in the U.S. Each turn, 
players receive a customized computer report 
of game activity and a customized turnsheet to 
submit their instructions for next turn. 


Costs: Rules $3.00 Turn Fees: $4.00/turn 
Game Entry: $72.00 (Rules, set-up, 3 free turns.) 


SPIRAL ARM 


Spiral Arm is a play-by-mail game of strategic 
galactic conquest featuring a map of over 650 
stars. up to 50 players per game, 4 modes of 
ship movement, economics, technology 
development, customized turnsheets, and much 
more. 


Costs: Rules $2.50 Turn Fees: $4.50/turn 
Game Entry: $75.00 (Set-up, 3 free turns) 


FEUDAL LORDS 


Feudal Lords is our first and most popular game 
of medieval power politics set in Arthurian 
England. Fifteen players compete to become 
King of England through economic develop- 
ment. military conquest, and diplomatic 
maneuvering. 

Costs: Rules $2.50 Turn Fees: $3.00/turn 
Game Entry: $70.00 (Rules, set-up, 3 free turns) 


For further information about these games, 
contact: GRAAF SIMULATIONS Dept. BP 


27530 Harper, St. Clair Shores, MI 48081-1924 


A p LEAD YOUR PLANET'S 
R " INHABITANTS to carve out 
intensely competi- 
| tive, play-by-mail, 
‘ strategy, simulation 

Rules: $4.50 
SPECIAL OFFER: 
Buy a rulebook and pla 


a galactic empire 
game. 
a shortened Sampler game FREE. 


in this challenging, 
sy 
“. Info: FREE! 
EGS POB 9078-51 BP Van Nuys. CA 91409 


For more information about play-by-mail 
games and companies, send for The Journal of 
the PBM Gamer, which is a lisitng of PBM 
Companies and their games. Send $1.00 to 
Paper Mayhem, Dept. BP, 1518 Adams St., Ot- 
tawa, IL 61350. 


THE HEROIC AGE 


Here they are! Alive and real, the golden people of 
the Aeneid, Illiad, and Odyssey, only now you 
control their destiny. The Heroic Age is a 
simulation of Bronze Age Greece during the age of 
Achilles, Odysseus, and the Trojan War. As the 
ruling family of one of the 34 kingdoms you have 
the opportunity to carve out your own history, and 
become High Lord of Achaea. 


For more information on our Play-By-Mail games: 


Games Without Frontiers 
P.O. Box 8226-BP 
Cherry Hill, N.J. 08002 


ca 
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TYPHOON OF STEEL” is so detailed, you'll feel like yo ught in the middle of a banzai charge by the | 
Japanese Army! This powerful construction set allows you to fight practically any World War II battles that $ 
involved American troops — with the Allies in Asia and the Pacific against the Japanese, and in Europe against > 
the Germans. TYPHOON OF STEEL. It’s the best construction set of America at war! APPLE, C-64 7-128. : 


ee 


A CONSTRUCTION SET OF WW II COMBAT FEATURING 


~A ee oy, STRATEGIC SIMU! LA ute 
| D URN OF THE G RM J BLITZKRIEG! 


TO ORDER: Visit your wÑ F 
call 1-800-245-4525 to charge on For the + a! ct companion to Typhoé llaf Steg, Pias 


VISA/MasterCard. To receive SSPs Strike!™ This construction set lets you re-create N 
complete product-catalog, send German/Russian/British battles on the Eastern Front, «le 


$1.00 to: SSI, 1046 N. Rengstorff,,. -- the Western Front in 1940, and North Africa — all in 
Avenue, Mountain View, CA 94043. exquisite detail. Apple, Commodore 64/128. 
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